
July 1985 



Battle of the Speech Synths 

uimii 1 



DKTronics vs Amstrad SSA1 



m 



More Prize-winning 
Progra ms to type in 



lull 



ill 



lllllll 



1 1 1 1 1 1 



Over £1000 in prizes must be won, 
' JJIIIIIIIIIIIIIIll — ~ 



/ 



It 



Printers from Data star 



Shinecrest Desks/ 



Confuzion Sweatshirts/ 



i+ - - - 



Plus-Hot News, Handy Hints 
& the might of Modems 



Tank Busters 

Game of the Mont h 



No* 



Cm 



*8 



BY D.K, MARSHALL 

ADAPTED BY DARREIL D. 



SIMULATION OFT 
WORLDS MOST EXCJTi 
JET FIGHTER W1 
STUNNING 3D COCKPIT VIEW 
AND DEADLY 3D AIR TO AIR 

COMBAT 



ST 



The SUPREME StMULATfON 

tit&&vQ8 the rest a: the runway threstookit 

SPECTRUM VERSION VOTED 
'Simulation of the year - 1984" 
by CRASH MICRO READERS. 



AMSTRAD CPC 464 

Fighter Pilot 

COMMODORE 64 

Fighter Pilot Disk 
Fig Her Pilot Cassette 

loading times 

disk u7secs 

CASSETTE - 300 SECS 
SPECTRUM 

Night Gunner 48K 
Fighter Pilot 4BK 
Tomahawk 4BK 
TT Racer 4BK 
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□ £^4.95 

□ £9.95 



Cheques payable lo Digital integration Ltd 

I enclose a cheque/P_Q_ for . 
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Total 
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□ £6.95 

□ £7.95 



Or debit my Access Acoou n| No 
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DIGITAL 
INTEGRATION 

Watch moor Trade Centre, 
Watchmoor Road, 
CambGrley, Surrey 

GU15 3AJ 



Tele Sales 

10376) 66495-9 



Please send lo Digital Integration, Dept 
Coming Watchmoor Trade Centre , Warchmoor Roatf. Camoerley , Su rrey G U 1 5 3 AJ . 
&oon VAT and p a & p. incFusive wirjhln UK (Overseas inc. 55p. per cassette} 



Trade and Export enqu tries 
welcome. Lifetime Guarantee. 
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1 01 Naughty thuigs to do with the 6845 page 62 



Amstrad User is the OFFICIAL nrtagazine for 
userc of the Amstrtf CPC46+ and CFC664 ft is 
published rnonthly, the next issue wiJI be on sale 
from May I Ith 1985. Back issues are available 
from Amsoft Maif Order at £T.20 each 
[including postage.! 
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Just when you thought it was safe to open the wardrobe! 



Impress your friends at forthcoming computer shows by 
wearing the latest T shirts from Amstrad Computer User. 
These T shirts, exclusive to us, feature the magazine logo in 
red on a cool white background Get ready for those long hot 
summer nights slaving over your Amstrad computer and 



take advantage of our mega offer now, Stocks are limited to 
medium sized readers only but they are quite a generous 
medium* Don't delay - send today, the T shirts are available 
at £3.35 to club members and at £3,95 to everyone else. 



X — 

Quantity 



Order Value 



Date 



SOFT981M 



Access Card No, 



5 
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4 










1 













Barclaycard No. 



Expiry Date. 
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2 


9 





















Orders only accepted for delivery in the U.K 
Al I prices include VAT & postage and pack i ng 
Cheques or postal orders payable to AM SO FT 

*■ Discount price available only to the registered USER CLUB MEMBER wtafl 

purehaud dirtct From AmsoTl, Quatin$nfi«*ntaefship number. 
*■ T Th is name and address must be the the neg istered mem hv ra name and 

add re**. It purchased by credit tard it m utt al*0 few the name ?nd address 

edviied to the credit cerd company- 

(P LEASE ALLOW MAXIMUM OF 28 DAYS FOR DELIVERY) 
(Most Orders will be despatched within 7 days) 

SUBJECT OT AVAILABILITY AND OUR NORMAL TERMS OF BUSINESS ALL 
PRICES & SPECIFICATIONS SUBJECT TO ALTERATION WITHOUT NOTICE. 



'NAME Mr/Mrs/Miss 
(Please delete) 



USER CLUB NUMBER . 



Initials I I 
Surname, 



ADDRESS 



, ■■■■ f O'OOE. r r r r ■ ■ ■ ■ ■ ■ i i i i+ i +1 

DAY PHONE NUMBER 

POST YOUR ORDER TO: 

AMSOFT Brentwood House, 1 69 Kings Road. 
Brentwood, Esse* CM1 4 4EF 
Or phone the ORDER ACTION LINE (0277) 230222 




against a variety of opponents, This game 
sounds as though it will do more for joy stick 
sales than Daley Thomsons Decathalon. 
The software should be on sale at the end of 
July at '8,95 in the distinctive hologram 
labelled packs. The great man himself has 
endorsed the program arid Fm not about to 
argue with him, 




CP/M 86 For Amstrad 
Computers 

Screens Microsystems are- now working on 
ad 8086 second processor for the CPC464 
and CPC664 computers. The device will 
allow the user to expand the memory of the 
system to I28K and will run all CP/M 86 
software, Thia will overcome the 
shortcomings of the 3SK TP A when using 
the standard CP/M 80 system. Screens hope 
to be able to supply DBASE II and the 
"Perfect" suite of software to run with the 
system, The board is still al the prototyping 
stage but the first production units should 
be available in August, 
Also available from Screens is a 5 1/4 inch 
disk drive, This will allow users who have 
another CP/M machine to transfer files 
between say an Epson QX10 and a CP04G4 
It is possible to have the 5 1/4 inch drive as 
drive A by using the Screens interface. This 
does not support Amsdos but will run all 
CP/M programs. The device will cost £300. 
Amstrad User will test the device as soon as 
we can r You can contact Screens on 09274 
20664 

Knock - Out 

Elite - the software house, not to be confused 
with Elite the game - are to bring out a new 
title for Am&trad Computer. Frank 
Bruno's boxing is similar to the arcade 
game "Punch out r; . Players control a boxer 




COMPUTER 





Overseas Subscriptions, 

Due to popular demand Amstrad Computer 
User is now available direct to overseas 
readers. The rates for 12 issues are as 
follows : 

Eire £20 (Sterling} 

Rest of the world £25 surface mail 

Eest of the world £45 ai r mail 

You should send your lovely money to 
Garwood Wholesale Ltd. 45 Plovers Mead, 
Wyatts Green, Essex CM 15 OPS, Payment 
should be made in the form of a Sterling 
cheque drawn on a British bank or 
International Money Order. 



Double-decker 
software. 

Bubble Bus is a cute name for a software 
house They have published a 3D Ladders 
and platforms game. Called Hi Rise which 
features Harry the builder. His task is to 
build a frame within a day. Both energy and 
paint are limited. You can move Harry from 
four different view points. The program is 
written by Nick Strange - famous for his 
"Hustler" program. Hi Rise will be 
available at the end of July. Also new from 
bubble bus is a set of business utilities 
called Clock -it, Use-it, Grap 







fo D/-Aq 

Wham" -ftps 
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In RAM no-one can hear 
you screem* 

Some garner are very difficult to classify* 
Alien from Argus Press Software is one of 
these, If cornered i suppose I would call it a 
strategy game. It is, however P very 
complicated. You have two objectives, 
either to escape ( with the cat if possible ) or 
to kill the parasitic monster, This may well 
mean nothing to you if you have not seen the 
X-rated film, but those who have will know 
the terror of half knowing where the 
monster lurks on the ship. They will also 
know how the crew react. Perhaps every 
copy should be supplied with a video tape or 
some cinema tickets. The program will be 
available from Amsoft very shortly. 



Amsoft go for gold. 

There is nothing new under the sun and 
whoever thought up the title of 'Amsoft 
Gold' is unlikely to be credited for 
originality. However the name does its job 
very well. Amsoft are to bring out some top 
quality software, This will be distingushed 
by the new name, new packaging and a 
higher price (well two out of three ain'L bad 
-Ed). The first title H> be launched is Sorcery 
II. This will be a disc based version of what 
is still reckoned to be the best game 
available on the Amstrad, Sorasiy EI will 
feature over 80 rooms , more monsters and 
better sound, 




usiness* 



Everyone likes to take the odd gamble, that 
is everyone except the people who earn their 
crust from others gambling, so the owners of 
casinos are going to be able to play safe. 
They will be able to install a CPC464 to see 
how much each table is taking (or losing) at 
the touch of a button. The system is 
networked and will supply the user with a 
running total of how things are going with 
special feature to take into account 'High 
rollers'. As always the house will be the 
winner, 



Melbourne House 
Winners, 

For all of you who entered the Melbourne 
House C ompetition here are the w i n ners: 
Mr S Mozley - Sheffield, Charles H M 
Joynson ■ Bradford. A C Stevens - Leeds, B R 
Tranter - High Wycombe, R Craig 41 keston, 
Wai Tsang - Ipswich, N J F Mark wick 
-Powys, N Hadi - Bristol, Monica Leiba 



-Carlisle, Steven Thompson Thetford, Mr 
M Lowing ■ Carshalton, A M Veness -Sutton 
Coldfield, David Litherland - Bolton, Paul 
Harrison ■ Cwnbran^ Jason Bloomfield 
-Ipswich, Adam Flynn - Kings Lynn, 

Michael Roy Jackson - Warrington. Robert 
John Taylor - Selston 1 A Matko -Glasgow, 
Ian D Webster - Warrington. Neil Casey 
-Waterfall, Claire Everett -Shepshcd, 
Antony Welsh - Walsall, Andrew Sharp 
-Broxburn, E R Marks - Wellington, David 
Bell * York, Campbell Barr -Kilwinning, Mr 



10 Hunchback 

11 Roland Ahoy! 

12 Quack a Jack 

13 Jewels of Babylon 

14 Screen Designer 

18 Mutant Monty 

19 Centre Court Hunchback 

11 Roland Ahoy! 

12 Quack a Jack 

13 Jewels of Baby] on 

14 Screen Designer 
18 Mutant Monty 




E V Browning ■ Cardiff, Mark Hutching - 
Gillingham t James Shattock - Bangor, M 
Cull en - Darlington, Jonathon Bundy - 
Lingfield. 

Each winner recive a copy of "The Ins and 
Outs of the Amstrad" by Don Thomasson. 

The answers were as follows : 
1,2 and 15 Sorcery 

3 and 17 Splat! 

4 Admiral Graf Spee 

5 Harrier Attack 

6 Pyjamarama 

7 Fl ashman 

8 and 16 Roland in Time 

9 Roland on the Run 




WIMPs for the Amstrad 

WIMPs stands for Windows, Icons, Mouse 
Programs and are the fashionable things 
with business computers. Apple have the 
Macintosh Epson have Taxi and IBM have 
MS-DOS windows. Now the Amstrad is on 
the road to joining this crowd, Advanced 
Memory Systems who produced the AMX 
mousse for the BBC computer are in the 
throes of producing the Amstrad mouse. 
They claim that the package will be very 
similar to the one for the BBC, The AMX art 
package which will also be available has 
many features not usually found on S bit 
micros. Amongst these are a fill and unfill 
with stipples and pull-down menus. 
Features which all contribute to making the 
system more "user-friendly 11 . The mouse 
and software should cost around £90 and be 
available in September. For those who are 
going to make the most of this device it is a 
bargain, 



Pretty paint. 



- c:a - L Tr^- 



CRL have produced a painting package to 
allow you to design screens^ characters and 
sprites. Multicoloured characters are 
supported with transparent inks. There 
should be a full review of this utility in a 
future issue, The "Amstrad Artist" costs 
£9.90 and comes on tape with a neat little 
manual. 
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North Sea Bullion 



Galaxia 



Fruity Frank 



Star Avenger Shadow of the Bear 




Home Budget 




Database 



BOOKS 



Zen Assembler 



Artwork 



Bridge 



The 
Amstrad 
CPC 464 
Explored 

by John Braga 




Amstrad 
CPC 464 

by fan if. Sinclair 




This superb book is designed to iet 
every CPC 464 user, at whatever 
level get the most from his 
computer. A fter an introductory 
section on the special Bask 
features, the book looks In depth at 
the excellent sound and graphic 
facilities, 

This book covers the CPC 464 
itself* a detailed guide to Zen, an 
introduction to the 2-80* ROM, 
and RAM, subroutines, screen 
and keyboard, cassette I/O and 
how to plan a program* The text 
is littered with illustrations, 
diagrams and helpful program 
examples. 



An outstanding selection from Kuma's rapidly 

expanding range of Entertainment and 
Application Software for the Amstrad CPC 464 

Micro-computer, 

Now available from selected branches 

of Co-op, Granada, UAm and ^ 

Kumi Computer* Ltd., Unit 12, Hcnaflhoe Park, 
Horttstiofl Road, Ppng bourne, Berk* RGB TJW. 

Please send full catalogue on Amstrad CPC464 




products, 

Name 

Address , 



IIJLILI....I 



- ■ *■ I - lirn in 







'1-hiFiniri 



Phone, 



/ own an Arnslr&d CPC 464 computer £J 

Trade Enquiries Phone 07357-4335 



1 

I 

I 

I 

I 
J 



Visitors ^shingtocaliato^PangboumeManuhcMngandDisMbunon Centreare advised tophone 073574335 tint for an early appointment 



The Hurricane 

In 



Amsoft's original snooker game was a very polished affair 
-but when it was decided to upgrade the action with slicker 
ball movement and all round faster play thanks bo speedier 
control responses, who else but Alex "Hurricane" Higgins 
could possibly be invited to lend his name to the game? 
Amsoft's Hurricane Snooker game was given the once over 
by the past World Snooker Champion as the Hurricane 
whistled into Amstrad's Brentwood HQ to meet Amstrad 
Chairman Alan Sugar to settle the endorsement deal 





After a brief ceremony at Brentwood HQ, a photo session on 
the tables at nearby Abridge Country Club drew some 
surprised glances from the regulars on a Wednesday 
afternoon - plus the usual posse of autograph hunters who 
were duly obliged with the celebrity monica. 

Knowledge that the competition snooker program was sold 
under the steely gaze of arch rival Steve Davie added to the 
occasion p although Higgins confessed that he doesn't 
actually own a home computer of his own, as he*s too busy 
dashing about the country to get stuck into the finer points of 
programming. Maybe someone would like to sponsor a 
challenge match between messre Higgins and Davis on 
computer snooker? 

Having recently moved house to one with a substantial 
acreage of lawn, it looks as if the Hurricane's summer season 





will be spent cruising across a slightly rougher green baize 
surface than the one in the Crucible as he pilots his newly 
acquired sit-on mower around the garden. 
The new game features the original elegant scoring frame 
and numbered ball options for monochrome monitor owners, 
but with faster control and ball motion t coupled with a much 
larger 'target' marker. 
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Another new product from Amsoft will be "Hurricane 
Pool", this will give you a chance to practio^your computer 
cueing action at the popular American bar room game. 

Both games will be enhanced by the addition of the 
Amstrad SSA1 speech synthesiser. If you pot the wrong ball 
the game will tell you. This means an end to sneeky cheating 
while your opponent isn't looking. 

As with all Amsoft products "Hurricane Snooker" and 
"Hurricane Pool" will each cost £8.95 and should be in the 
shops very, very, soon, 

Amstrad User July 85 











* AMSTRAD + AMSTRAD * AMSTRAD * AMSTRAD * AMSTR AD ★ AMSTRAD * 




Price £6.95 Trade and Credit Card orders: Telephone (0734) 591678 



INCENTIVE, 54 London Street, Reading RG1 4SQ 



Please hear in mind that the views 
expressed herein &re not necessarily those 
of Amstrad or Amsoft. Be assured that all 
your views are given thorough 
consideration. This letters section is the 
Amstrad Compu ter User's o wn forum. 



Write to reply 




Plugging Loud Bob 

Is answer to a letter appearing in the 
problems page of the May issue, by a Mr 
A C. of Birmingham, I offer the following 
advice as suggested in the reply. Whibt I 
certainly agree that to utilise a different 
character matrix standard would be a most 
arduous task, but the Japanese seem to 
manage their character set in a small 
matrix of 8 x 8. 

As an alternative I suggest that Mr A C. 
purchases a 464/664 as it is the best home 
small office educational micro on the 
market; and if he ever persuades himself to 
take the micro to work and not leave it at 
home for his own personal use, he could do 
worse than purchase a character designing 
program and to complement it with a 
printer character designer,,., I just happen 
to have written both of those, 

With these programs he would be able to 
design the language fonts himself, to use as 
he sees fit, redefining the keyboard is no 
i rouble and to print from right to left and 
vice versa would require a small 
amount of code patching the 
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text handling calls where necessary to 
perhaps a custom word proces&or, a 
graduate computer software engineer 
should have no bother I would have 
thought. 

If Mr, A.C. does buy a CPC464/664 then I 
would be happy supply FREE of charge a 
copy of PRINT with the AMSTRAD a 
versatile U.D.C, designer with Junctions for 
Rotate Wht Inverse, Mirror H/U h Condense 
H/W, Enlarge H/W, Move B/S, Hex and 
Decimal parameters, output to printer. 
Tape, Disc, Screen r and the ability to design 
with cursor or Joystick 8 characters at once 
and move through a set of 256 characters. 
Saving these characters as a Binary or 
ASCII file or loading part completed sets for 
redefining. Also a copy of Scribe 464 a 
printer in graphics mode, even the dismal 
DMPl on which this letter is written with 
(honestly). The program is supplied with 5 
character sets from Data type to Gothic and 
included is a routine to convert a character 
set defined with Print with use with Scribe 
464. There is also the ability to interface 
with Tasword 464 but unlike a Tasman's 
program, the DMPl characters are normal 
height with a 60 chr width, Scribe 464 will 
allow up to 5 fonts in memory at any one 
time switching between fonts by one print 
command, 

S. Potter. 
Loud Bob Software 
39 Church Walk 
Brinsley 
Nottinghamshire 

We get a number of letters asking 
about foreign typefaces, and it seems as if 
Loud Boh ? alias S Potter, is able to solve 
these problems. 

Database 

I have recently purchased your new 
Amstrad CPC464 home computer and I 
would like to say that I am very impressed 
with its design and also the enjoyment 
given to myself and my son and daughter. 

However, my justification for purchasing a 
home computer goes beyond the ability of 
flying fighter planes, sailing submarines 
and managing football teams (although 
they are enjoyable and challenging). 

My wife ls a Deaconess with the Church of 
England and she is currently connected 
with a local parish. It is my aim to 
computerise her parish records, currently 
kept on a eardex system. These cards 
contain names, addresses, ages, details of 
the family, any remarks pertaining to 
church activities etc. 

I would estimate that there are some 400 



records. It would be important to 
certain entries, such as sorting to find 
families with young children, widows, 
old-age pensioners etc etc. 
Could you please advise me whether a 
database would accommodate these needs ? 
Also is there any other equipment (apart 
from a printer) that I would need ? 

BWood. 
Leigh on Sea. 

We're quite safe to recommend 
Masterfile as the definitive CPC4&4 
database program, Masterfile does all you 
seek, although as usual, we would 
recommend anyone with a serious 
application to use disc drives and not trust 
to the vagueries of cassette. 



Give it some rabbit 



I can thoroughly recommend to your 
readers the DKTronics speech synthesizer, 
The quality of the speech is quite 
remarkable even if it is somewhat oriental 
in intonation. Most important^ the 
software supplied gives it amazing 
versatility; I managed to get Arnold to say 
"supercalif rag, . , . , „etc r " with startling 
clarity! However I must admit that the 
spoken program listings sound like 
SerboCroat. A great bonus is the ability of 
the device to reproduce sound in stereo: this 
gives a quantum leap in the enjoyment of 
using the CPC464. 

Not only is the CPC464 the best 
value-for-money on the market but so are 
its peripherals. 



D,P Stribley 
Dunstable. 



Camping it up with 
Am sir ad 

The idea of spending a week on an activity 
holiday devoted to mastering the use of 
microcomputers interests me, and I wonder 
whether you are of any such holiday 
organiser who has chosen the CPC464 to be 
the computer one of the computers available 
as 1 would of course prefer to learn on a 
similar computer to my own, 
I would welcome an early reply in order 
that I can make a booking, 

K Jackson 
Liverpool 

AcV: Seems like a good idea, any offers? 

Continued on page 13 
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Dear Amstrad 

It's good to see that more software is coming 
on the market which makes full use of the 
C PC .'4 84 & excel lent capabi lities . 
One m^jor criticism I have concerns the 
problem of addressing graphics symbols 
when using printers other than the DMP-L 
I have a CPA-30 which I consider to be 
superior in every way to the DMP-1 for text 
processing, but because of the 7-bit printer 
connection „ I am unable to address and print 
graphic and other characters above 
chr$(l27), 

I am sure that there most be a large 
number of otherwise satisfied Amstrad 
users who are faced with a similar problem. 
Are you intending to release details of a 
"fix" to enable us to use our alternative 
printers to the full, or is there anyone 4 out 
there" who has already cracked the problem 
and is willing to share the solution via the 
letter* page? 

A.K. Shard low 
Birmingham, 

Many printers allow manipulation of 
the eighth bit using an escape code sequence 
-check your handbook Other remedies 
include a separate 8 hit interface - there 
isn't any magic spell M conjure up the 
eighth bit with a POKE, since the 
limitation is in hardware not soft ware. 

Precision 

I have found that if you subtract a 2 fig 
decimal from a 2 fig number, the answer is 
always wrong e,g. PRINT 16-15.51 answer 
0.489999998 is this a fault of the computer 
or am 1 doing something wrong. 

K Davies 
Cheshire 

AcV: Nope, It s an artefact of the way the 
computer does its sums, and emphasises 
that thv handbook isn ? t wasting space when 
it says the BASIC is accurate to 9 decimal 
places. Use a PRINT USING format if 
you 'he really bothered. 



Exhibitionism 



I am writing to you after hearing that you 
are to stage a CPC464 exhibition at 
Olympia later this year. Firstly, this is 
fantastic news but, secondly, why is 
admission to be restricted to over 16 J s only? 
E am fourteen and extremely upset that I 
will not be able to get in to see any of the new 
developments which I am sure will be 
present. 

Please tell me w T hy only ov^r 16 s will be 
admitted. 

Another point, when will 5 -a-side soccer be 
available? I understood the release date to 

Amstrad User July 85 



have been the end of '84 but I cannot find it 
anywhere, 

V. Merrell, Edmonton, N9, 

The plans for an Amstrad User 
exhibition have been floating around For a 
while now but not yet been finalised. If you 
would like one, write in and tell us what you 
would like P> see there, where and when to 
hold it, and we shall see wha t can be done. 

The question of excluding under 16b is 
unlikely to arise t since it is a restriction 
placed primarily on trade exhibitions by 
such as the GLC who require different rules 
to be in force regarding fire exits etc. where 
a public exhibition is being held. 

Modem 

I am an information provider to Prestel and 
I have recently purchased an Amstrad 
CPC464. 

I am trying to find out what modem and 
communication software is available that 
will enable me to communicate with Prestel 
and other databases. Also as an information 
provides to Prestel I would like to know if 
there is any off line editing software 
available for the Amstrad. 

If you have any information or ideas on 
this I would be grateful if you could let me 



R W, Land 
Heme Hill 

ACU: Contact Tandat£ ¥ who have been 
threatening to market just such products in 
conjunction with MMG consultants* 

i 

Printer pointers 

I am thinking of buying a printer for my 
CPC464, please can you recommend one for 
me. It must have the following 

1) About £250 

2) Friction feed 

3) Can produce screen dumps & letter 
quality print out 4) Fonts can be 
enlarged or emphasised 

5) At least 50 c.p.3> 

fi) Epson- Compatible 

7) Supported by most software (work on 
Tasword, Tasprint etc.) 

Can you also tell me what interface do I 
ne^d and wh ere can I get i t from . 
Lastly I am a draught enthusiast, I would 
like to know if there is a draught program 
a vai lab le for the C PC 464 . 

S. Law 
Manchester 

The perennial printer question, The 
DA TAC Panthers are very good but slightly 
more than your budget allows. The Brother 
Ml 009 is also good, b ut withou t an NLQ 
mode. The Mannesman Tally is good, but no 



NLQ. 

Personally, we'd look for higher speed 
(80-120 cps) for draii modes because you'd 
be surprised just how tedious it can be 
waiting for the printer to catch up. 

Draughts anyone? (Didn't we publish a 
dra ugh ts program a ! ready?) 




We are a group of five Amstrad Computer 
Users who live close to each other and have 
been discussing whether to try and set up a 
local Amstrad Computer Users group, We 
have noticed that there happens to bo rather 
a lot of Amstrad Computer Users in the 
North West f and quite a few Users under 18. 
The idea is to pass on computer hints and 
information. ("Not to swap tapes and copy 
commercial software, of course). Plug as 
much info on the latest software and 
hardware that becomes available to the 



We have also been getting in touch with a 
lot of our local software and hardware 
stockists who have been giving us 
considerable help and would back our 
venture all the way. We have lots of ideas in 
the pipeline but before we can start to 
organise ourselves, we thought it best to 
write to you. 

We would like to know if it is possible to 
quote written work from your magazine 
that has anything to do with soft/hardware 
games for the Amstrad Computer in a 
weekly newsletter. We would be grateful if 
you could keep us in touch with all the latest 
news and releases of the Amstrad Computer 
Software. We also think that there is a lot of 
talent in the North west and would like to 
see our Amstrad Computer Users produce 
good programs. We are not asking for 
finance Just to be ahle to do something that 
we enjoy and could benefit, 

We are all unemployed and have had some 
time to learn on the computer and think if 
some of our ideas come about we may be able 
to pass on local info that might be of use to 
your magazine. Please try to help us with 
some advice on the best way to get our ideas 
working. 

C. Heyliger (and others j, 
41 Mil Iwall Close, 
Gorton^ Manchester, M 18. 

ACU: With our limited resources, the best 
we can do is run a listing of local clubs and 
events in each issue of ACU. Local clubs 
tend to snowball once you have your first 
ten inemberst so it's likely you will be 
besieged by other interested owners reading 
this letter. Start organising straight away. 
Keep us up to date with your events -and 
by all means make brief references to 
features we publish, but remember our job 
i§ encourage users to buy this magazine, not 
to provide content for other publishers. 
(CWTA please note!) 

I'm sure our advertisers won't mind you 
using their ads as freely as you like.- r \ 



ACU 
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Let your Amstrad do the 



talking... 



by Peter Green 



Not so long ago, synthesized speech of any kind wasn't really feasible, even on the largest of 
computers- The extraordinary speed of research and development in the computing and 
electronics field now makes speech commonplace, and almost trivial, even on the humble 
home micro. Everything you need can now be obtained on a single chip, the SP0256, 
costing just a few pounds. 

All you ha ve to do is interface the thing to the computer of your choice, amplify its output 
and hook up a speaker. Now two companies have done just that for the CPC464. 



DK'TRONICS SPEECH 
SYNTH 

First on the speech scene were 
peripheral experts DKTronics, whose 
speech synthesiser was announced a 
few months ago as being the first 
add-on for the Amstrad. Production 
seems to have lagged, though, and it is 
only now that their synth is becoming 




available. 

The main unit is a small charcoal box 
about four inches wide by three inches 
high and an inch-and-a-half thick. It 
plugs into the main expansion port on 
the back panel and has a through 
connector to allow the connection of 
other peripherals. The styling is 





excellent: the cross-section through the 
case is deeply angled so that it fits 
tightly against the contoured back of 
the 464, and the ventilating slots along 
the back of the computer are duplicated 
too. It looks more at home than 
Amstrad's own peripheral^ and 
doesn't flex about in the same way as 
the floppy disc interface^ despite the 
latter's con toured ribs. 
The speech unit will also amplify the 
Amstrad^ own sound output, in true 
stereo. It obtains the signal via a jack 
which plugs into the socket next to the 
joystick port. The twin speakers, which 
appear to be car stereo types, plug in 
either side, and an overall volume 




: . 



' •* 
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control i& provided. Stereo balance is 
factory-set, just as well since the 
balance test program in the manual 
doesn't work. 
Connecting up the unit revealed two 
problems. First, unless you perform 




surgery, you can't use the DK unit with 
the excellent Arnor ROM board 
reviewed last month. This is because 
l)K have fitted the polarising key to 
the connector, but Arnor haven't cut 
the corresponding slot in their boardn 
And Amor's board can't go in the back 
of the DK unit because it's too deep. 
One solution is to pull out the 
polarising key with a pair of pliers , 




though this may cause the speech unit 
to slide along the edge connector and 
make poor connections. A better, 
though trickier, method is to get a fine 
hacksaw or fretsaw blade and cut a slot 
in Amor's board in exactly the same 
place as the one on the Amstrad edge 
connector 
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The second problem is that the DK 
unit draws a lot of extra current, I 
couldn't use the unit and my floppy disc 
at the same time because the overload 
protection in the monitor shut down 
the power supply, Fm told that this 
only affects some Amstrads, but if 
you're one of the unlucky ones I don't 
know what the solution is« 

The method of speech synthesis used 
by the SP0256 is allophone 
generation- Allophones are the 
phonetic building blocks of speech, the 
basic sounds that we string together to 
form words. Including a range of five 
pauses of various lengths, there are a 
total of 64 allophones. These are 
numbered, 0 to 63, so interfacing w 
simply a matter of providing a single 
I/O address for the chip. Speech is 
generated by writing a stream of single 
bytes (the allophone code numbers) to 
the chip, with handshaking via the 
same address. 



HIMEM is lowered and the RSXs 
installed above it There are a total of 

six. 

The software uses two buffers: one to 
hold the words, the other to store the 
allophone data to be output under 
interrupts to the chip. ISPON and 
ISPOFF are used to turn the 
interrupts on and off: this merely halts 
the transmission of data, so the buffer 
contents are left intact and the last 
allophone will sound continuously. 
I FLUS kills the speech and flushes the 
buffers completely. 

If you are ufiitig the text-to-speeeh 
software ? there are three modes, set by 
I GUTM plus a p<arameter, Mode 1 will 
only sound text which is in a PRINT 
statement and enclosed by 1 marks 
(inside the normal ,p marks). Mode 2 
says all printouts including listings, 
error reports and Tleady', but without 
the text appearing on the screen H Mode 
3 says everything and lets it appear on 
screen too 

The speed of the speech can be 
controlled by I SPED {why all theee 
abbreviations to four letters? An RSX 



at one speed, then swap to a new speed 
and send some other text, the speed 
command acts instantly and all the 
data in the buffer comes out at the 
second speed. 

The text-to-speech tables are good, 
but not infallible. In some cases you 
will want to send allophones directly to 
the chip to get exactly the right 
pronunciation, and the command for 
this is I FEED. To give you an idea of 
speech construction, the fuD table of 
allophones is provided plus a two-page 
dictionary. This has some really useful 
words, like bathe, cookie, sweats and 
threaders. Some of them aren't very 
good, either. DK suggest 16,7,7, 
52,19 3 43 for 'memories'. This comes out 
like 'me-riss*. I played around and 
decided 16,7,7, 16,23,58,12,12,12,43 
sounded much better 

Experiment a little: you'll find 
phonetic construction easy with a bit of 
practice* 







So, we need a little software to control 
the flow of allophone numbers to the 
chip, and a lot of software to control 
what's actually being sent. DKTronics 
supply this on a cassette as a set of 
RSXs {resident system extensions, oir I 
commands), so the facilities can be 
used equally well from BASIC or 
machine code, 

The software asks you where you wish 
it to be located: suitable addresses 
range from 16384 to 39000. There ia no 
default: you must type in a number. 



can have a command of any length). 
This doesn't affect the actual pitch of 
the voice, merely the time taken to 
sound each allophone. The range is 0 to 
15, but only the smaller values are 
useful: at the slowest speeds t above 10, 
the allophones don't flow together very 
well and the speech is harder to 
understand. 

Note that I SPED acts asynch- 
ronously with the data in the buffer: if 
you send some text to be said 



THE AMSTRAD SSA1 

Amstrad's version comes in a box very 
similar to the floppy disc interface 
moulding, except that it's a couple of 
inches shorter. It plugged into my 
Amor board without difficulty and 
drew a small enough current to allow 
operation with the disc drive 
connected. 
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Apart from that, things are much the 
same as on the DKTronics unit. The 
internal stereo sound is fed into the 
unit via a jack plug from the sound 
port, and the twin speakers, again of 
car hi-fi design, plug in at either side. A 
master volume control is fitted on the 
right hand side. 

Again, only a single I/O address is 
required, but Finagle's Law dictates 
that Amstrad have chosen &FBEE 
while DKTronics use &FBFE, This 
might upset the software houses: if 
they write games with a speech option, 
the software has to muck about testing 
which port m m use and alter itself to 
suit. How about a bit more co-operation 
in future, guys? 

As always, the documentation that 
accompanies the hardware is a superb 
production number. Twenty A4 pages 
tell you everything you ever wanted to 
know about speech synthesis. 

Once again, control of the speech unit 
is made easier by a set of RSX& 
(completely relocatable) supplied on 
tape. It's perhaps surprising that 
neither company included the software 





S±3 



as external commands in a ROM, since 
that was the design philosophy behind 
peripheral handling on the Amstrad. 
DKTronics quoted lack of H & D time 
as the reason for their choice, while 
Amstrad said they did it to keep the 
price down. Fair enough , but once 
you've tasted instant software on 
ROM , anything else is a bit of a 
let-down, 

Nevertheless, the RSXs total nine, 
and provide a pretty comprehensive 





selection. The software occupies just 
over a kilobyte, compared to the 4K 
needed by DKTronics, as the SSAl 
uses a text-to-speech algorithm (set of 
rules) rather than tables. This means it 
gets fooled on some everyday words, 
even if you try to help it out by altering 
the spelling. For example, to take leave 
of our editor a suitable phrase might be 
'Goodbye Simon 1 , but this comes out as 
'gcoo-dbee simmon 7 . £ Guudbiii 
Seyemon* is better, but as with the 
previous unit, sometimes the only 
answer i$ direct allophone generation. 

On the SSAl r this is done by 
IAPHONE. Text-to-speech can be 
performed using embedded 1 marks in 
PRINT statements* though the syntax 
here is I EC HO pi us a mode number for 
all text, listings only etc. I SAY allows 
text-to-speech without the hassle of 
including the reverse quotes. 

The way in which text is spoken is 
rather better on the SSAl, in that 
numbers are spoken as we would 
pronounce them and not as single 
digits. For example, if a listing is being 
spoken aloud, the SSAl says ten ? and 
'twenty* for line numbers, whereas the 
DK unit says 'one zero* and 'two zero'. 

Again, ISPONand ISPOFF enable 
and disable the interrupt-driven 
processing of the allophone data in the 
speech buffer. I QUEET is the 
command to flush the buffers and 
alienee the chip, 

However f the Amstrad software also 
provides three extra commands for low 
level driving of the hardware, The first 
is I ROOM, which interrogates the 
system and tells you how many free 
locations there are in the allophone 
buffer, whether an allophone is being 
sounded, and whether the speech 
interrupts are active. I SPSTATUS is 
similar but only returns information 
about the hardware status of the chip 
itself; Finally I SPOUT is not a cue for 
the chip to talk incessantly, but sends 
allophones directly bo the chip without 
passing through the buffer. You have 
to disable speech interrupts and 




control the handshaking yourself here. 
There are a lot of useful 
demonstration programs included, 
such as a BASIC speaking clock which 
announces the time every five seconds, 
and tips on how programs should test 
for the presence of either the hardware 
or the SSAl software. 

CONCLUSIONS 

As far as features go, there isn't 
much U) choose from between the 
units. The DK device has a better 
styling and appearance , and has a 
much bigger phonetic library. On the 
other hand, the SSAl has more 




commands and can provide a 
reasonably accurate text-to-speech 
conversion using less memory space, 
which could be critical on some of the 
largest commercial games. 

The actual sound of the speech has a 
different quality on the two system^ 
but it's difficult to put into words 
exactly what this difference is, or 
which you might prefer. I think it only 
fair to point out that the chip has to do a 
lot of approximating to enable such a 
complex thing as speech to be 
duplicated at all, so neither 
synthesizer sounds any better than 
your average Dalek. 

I think it will be some time before we 
find blind people programming on the 
Amstrad and having their listings read 
back to them coherently: the main 
problem is that syllables are all given 
equal emphasis. It's surprising how 
difficult this can make comprehension. 
However, the units will allow an extra 
dimension to be given to games 
programs. 



AC \J 
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SOFTWARE 




AWISTRADCPC464 

£6-95 




★ STEREO SOUND 

★ FAST 3D GRAPHICS 

★ GREAT VALUE FOR MONEY 



PLEASE n Starstrike(Amstrad) £6,95 
RUSH ME! □ Starstrike (Spectrum) £5.95 



Name..... 



Address,., 



• ■ ' 
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Cb&quesfP, 0,s to: 
Realtime Softwear, Prospect House, 32 Sovereign Street, Leeds LSI 4BT 



THE NEW AMSTRAD CPC 664 WITH BUILT-IN DISC DRIVE 






■THE NEW AMSTRAD CPC 664- 



- AVAILABLE AT BOOTS ■ COMET * CURRYS * DIXONS * GREENS * JOHN MENZIES ■ RUMBELOWS 



THE LOW COST COMPUTER FOR HOME AND BUSINESS 



Tf you know anything 
about computers you'll 
know that disc drives are 
up to fifty times faster 
than cassette when you're 
loading and saving 
programs. In fact, a 

disc drive makes 
computing faster, 
more reliable, more 
efficient and more 
fun. But up till now the - 
only way to gain these 
advantages for a home 
computer was to buy a 
separate disc drive 
attachment. Now Amstrad 
are pleased to announce 
the first complete home 
computer with built-in 
disc drive: The Amstrad 
CPC 664. 

And when you buy a 
CPC 664 you'll find it's not 
just the disc drive that's 
built-in. 

You'll get every- 
thing you need, including a monitor 
(green screen or full colour). We'll 
even give you a free CPM and Logo 
disc, so all you do is plug in and 
you're in business. 

BUSINESS OR 

PLEASURE 

Although a disc drive 
will make games more fun 
(and there are loads of 
them to choose from) it 
also makes the CPC 664 
a serious proposition for 
the business user. 

There are accounting, 

word- 
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famous-name software 
houses. Few will cost 
you more than £49 and 
most will cost you con- 
siderably less. 

AN EXPANDING 
SYSTEM 



WITH COLOUR, MONITOK AKOUM) 



WITH GREEN SGREF.K AROUND 




£339 
















THE HOME 
COMPUTER 

THAT MEANS 
BUSINESS. 



There is a com- 
plete range of 
peripherals avail- 

able to CPC 664 users 

which plug directly into 
the built-in interfaces. 

These include a joy- 
stick, additional disc drive 
{to double your on-line 
storage) and the Amstrad 
DMP-1 dot-matrix printer. 
(There's also a cassette 
interface so that you can 
use CPC 464 programs 
on tape). And there are 
many more peripherals from 
Amstrad and other manu- 
facturers which can be used 
to enhance the CPC 664. 



HIGH PERFORMANCE 
LOW COST 



The one thing you won't need 
a computer to work out is that the 

Amstrad CPC 664 
represents outstand- 
ing value for money. 

You only have to 
check the cost of 
buying all the ele- 
ments separately (64K 
computer, disc-drive, 
monitor) to realise 
that the Amstrad 





Wordprocessing with Ainswmd 
c Jii improve the productivity 
of every one from unskilled 
typist to trained secretary. 
Around £23.95. 




processing, 
spread-sheet 
and data- 
base pro- 
grams {to 
name but 
a few), 

The CPC 
664 is also 
supplied with 
CP/M* to help 
make your 
business more efficient and effec- 
tive by providing access to the 
famous range of CP/M* software. 



Artisoft Business Control, Is a 
complete suite of programs 
tor integrated sales invoicing, 
stock control and sales ledger 
lor around £<J9 . 1 Kequires an 
additional T-'ll-l disc drive 
around £1 39 and 1)1.-2 cable 
around £7i. 



pacKageisvery 
hard to beat, a 



a green screen 
monitor the cost is 
just £339. With a 
full colour screen it 
costs £449. And after 
you've saved money on 
the price of the computer 
itself, you go on saving 
on the price of software. 

There are hundreds 
of programs for business 
or pleasure available 
on disc (and cassette) to 
CPC 664 users. Many from 
Amsoft, others from other 



— ■ AMSTRAD USER CLUB - - 

Join the optional Amstrad 
User Club 
and we'll keep 
you informed 
with our 
monthly user 
magazine, 
and infor- 
mation on all 

r . Figure analysis made easy 

SOitWare as It with M lern&prcad. An easy to 

is intro duced . use spreadsheet with puii- 

„ , down menus and a wide range 

Your member- of mathematical options. 

ship details Around f49 

will be recorded on your 
personal club card, which 
entitles members to various 
privileges and offers. 

i 

PI ea se send me m or e i nf ormati on I 
Name I 




Address 




CPC 664 



Amstrad, P.O. Box 462 , Brentwood, Essex CM 14 4EE 
I I 
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SPECTRUM • WH. SMITH ■ WIGFALI.S - AND GOOD INDEPENDENT COMPUTER STORES 



As promised in an early edition of CPC464 
User here is the listing of the prize-winning 
Beat the Clock* program. 

The game is a cross between a word game 
and a race against time. You are given a set 
of letters and have to make as many words 
as possible within the given time. Full 
instruction* are included in the program. 
The game turns the screen black whilst it 
sets some things up so don't be alarmed. It 
would be impossible for the program to 
know all the words in the English language, 
even if it did it would be 8 pain to have to 
type them all in to the program, This means 
that you have to be honest and only offer it 
valid words. No cheating now! 



Loader Program, 

Save this on the tape before the main 
program, 

10 hep "awsoft" logo 

2 DEflHT *-2 : S PEED INK 40,10 

30 titLtS="B»t the Clock - 

40 INK 4,0: INK f ,24,0:INK I'tttlH M 

50 PAPER fl : P EH 1:B0MER 0,0:MOfrE 1 

60 LOCATE 15,2!:PRINT "Pleiie (lift,.*! 

70 PLOT 1&0,298,2;gQ3UB 230: RESTORE 

30 PLOT 158,294,3^55,3 230 

90 chin-LENtti tltS) :pi xt Ls=c h a r s*S 

10ft i={*39-ehflrs*32>/2 

11ft LOCATE 1,1iPtH J^BINT tUM;:PEN 1 
1?ft tK-Jc:y=22ft:y2=39£. 

13ft FDR f=1 TO aiK?=*:F0H 9 = 1 TO piafLg 
|4| IF TEST<x2,y2)±3 THEN PLOT x,y,?:PL 
OT K,y-2tPLQT *+Z,yiFL0T *+2,y*2 

1£ft nut a:y-y-4:y2-yJ-2:3?stn:MEn f 
17ft LOCATE 1,1: PRINT SPACE! ( c hi r s 3 
lift ENJC 1,6,6:1NK 2,2,2: INK 3,19,19 
19ft LD[ATE 17Jf;PRIHT "PRESENTS"; 
20# LOCATE 9, IMPRINT " by 



P. ff*ath*r shay." 
211 LOCATE 14,21: PEN 3: PRINT "LOADING 

220 GOTO 560 

?50 DEAD t,x,y:IF E = 0 THEN RETURN 

240 IF t-1 THEN NAUR *,y ELSE MOVER x,y 

250 fiQTD 230 

240 ftEH "A" 

27B frATA 1,-41,8,2,0,2,1,41*0,2,2,2,1,-4 

1,0,1, ft, 2,1, 41,1,2,-3,2 
?|0 &ATA 1,34,71,2,2,1,1, -34, -71,2,2,0,1 

,34, 71,2, 2,1, 1,-34,-78, 2, 30, 72 
290 frATA 1,47,1,?, 0,2, 1,-47, 0,2, 2, 2, 1,47 

,8,2,8, 2, T, -47,1,2,37, 
£00 frATA 1, -34,-71, 2,2,*, 1,34, 70,2, 2, 1/ 

,-34, -70, 2,?, ft, 1,34,7fl, 2, -57, -38 
311 frATA 1,32,8,2,0,2,1,-32,0,2,2,2,1,32 

,0 f 2, ft, 2,1,-32, 0,2,12,-46 
320 #ER "N 11 

530 frATA 1,30,0,2,0,2,1^-31,0,2,2,2,1,38 

,&,2,8,2,1,Jft,0,2,2§,2 
340 frATA 1,18 r 3B,2,2,0,1,-TS,-3B,2,2,0,1 

,16,38,2,2,8, V18,-3&, 2, 12, 24 
350 DATA 1,0, -J?, 2, 2, 0,1,&,3A r 2,!,4, 1,f, 

-40, 2, 2, 0,1, 8, 44, 2, 2, -36 
3A8 IATA 1,39,39,2,1,-2,1,-39,59,2,0,-2 

,1,37,37,2,8,-2,1,-37,-37,2,20,6 
37ft CATA 1,16, 3ft, 2, 2,8, 1,-16,-^,2, 2, 1,1 
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,1&,3M,2,8,1,-1S,-3*,2,-18,-B 
m ft EB" 'V 

)4t »A.TA 1,57,8,2,1,2,1,-57,8,2,2,2,1,57 

,8,2,0, 2, 1,-57,0, 2, 5T, 2 
488 &A7A 1,7,0,2,8,2,1,-7,0,2,2,2,1,7,8, 

2,8,2,1,-7,8,2,2,2,1, 7,0,2, 8, 2, 1,-7, 

411 DMA 1,-29, 0,2, 0,2, 1,29,0,?, 2, 2, 1,-2 

9,8,2 P 8,2 r 1,^,l,2W7r2 
428 NTA 1,?, 0,2, 8, 2,1, 7,0, 2, 2,2, 1,7,8, 

2,8,2,1,-7,8,2,2,2,1,7,), 2, 8, 2, 1,-7, 

43* DATA 1,?9,0,2,#,2,1,-?M#2^^rl^^ 

,0,2,0,2,1,-29,8,2,46,-S 
448 REM "0" 

458 b AT A VlS, 38,2,2,8, 1,15,58,2,2,8,1 

,-15,-18,2,^8,1,15,58,2,-25,-38 
468 DATA 1,29, 8,?, 8, 2,1,-29,8,?, 2, 2, 1,29 

,0,2,0,2,1,-29,8^3**^ 
478 DATA 1,-15, -38, 2, 2,|,1,15,3#, 2, 2,8, f 

,-15, -31, 2 # 2,i,1/l 5,51,2,-27, 2 

4i# ren -r 

49* &ATA 1,117,0, 2, 1,2,1,-117,8,?, 2, 2,1, 

117,0,2,8, 2, 1,-117,8,2,63, 3? 
5&fl DATA 1,-39,-74,2,2,8,1,39,7^,2,2^,1 

,-19, -78, 2, 2, 8, 1,39, 78, 2,-4, 2 
SIS HTA 1,29,8,2, 1,2, 1,-29,8,^,2, 2,1, 29 

,8, 2, 0,2, 1,-??,&, 2, 44,0 
528 SEN "T" 

538 BATA 1,-39, -73,2,2,8, 1,59, 71,2,2,0,1 
, -3f,-7S, 2, 2,8, 1,39, 73, 2, -49, -8* 

548 data 1,69, 8, 2,8, 2, 1,-49,8,2,*, 2, 1,69 
,0,2,8,2,1,-69,8 

558 DATA 8,0,8 

568 SUN "l-cLoeH.Lis 11 

This ia the main program. Type it in and 
SAVE'Edock^lis' 

18 I0TQ 168 

?8 LF tii'Hi THEN RETURN 
58 ORIGIN 458,138 

48 o-cs1-S!N(cU-285t28:ocy1-CO?ecU-28)'* 
20 

58 otx?-S3N{cUJ*5fl:ocy£=C*S(c Lk)*5E 
68 &cxS=SJN<cUm)*?8ieey3=C05f:cLk+28>* 
20 

78 CALL IBM9 

88 PRA8 cs1,cy1,2:(RA* ci2,cy2rt)RAW cx5, 

tyl S D-NAU 8,0 
98 (RAV ftcx1,acy1,1 :DlMU C c * 2 , at >■ 2 : D R AV 

ocsi,ocy3:tRA¥ 0,0 
180 IF U=1 THEN tk=4 rSOUMH 4, 100, T, 7, ,2 

ELSE tk = 1:MHJND *,78,1,7,,,2 
1 10 cn1=oc!c1 : cyl'oeyl I£x2*gc:i2j cy2=ocy2i 

cm3-oc¥3 : cyJ-ecyJ 
120 tllfttlc+fi 
130 PLOT 688,408,2 
140 QflTGEN ox f QY 
150 RETURN 

160 D EG : MODE 1 : INK 8,8-PAPER 6> j 1 NIC 1,8;] 

Hfc 2,8tlNK 1,0:PEN 1 : BOR&Efl 0 
178 PLUM A-i 
168 0,8 
198 TA6:PL0T 488,608,2 
288 PLOT ?B8 / 597:PRI»1f8EAT ttl« C LOCK"; 
218 WfE 280,541:PRIHT STB I N6S f H,20B>; 
228 TAGGFF 

238 PRINT :PRUTT:PRIHT:PRINT" A gait of s 
HU and fun for 4 L L the "CARSU0) 
"fail ly . 1 la 6 players with p-ro^rea 
Bine M CHRi{t0) M dHficuity as t Jie fans 
proceeds.. 11 
?48 PR [HT: PRINT" Desicjfi a cfassyara' 

g tht n r«nrifli» H, CHRJf 1ir' Letters, b 
Lit";: PEN 3:PRlWT"HUfiR1f"3 2P£li 1 : INT 
yo-ur Hjh Is running CHRiC1fl) J, out 

ii 

■ 



241 STOP 

258 QRHGIIf 328,5* 

268 ■iOSU"- 460 

278 GRIGIie 0,8 

2B8 F&R i = f S TO 178 STEP 4 

298 H&VE 8,i:&Rliy 248,1,3 

308 FOR i-2 TO 40 STEP 2 : 1 F TEST(?50*j,i 

)<>% THEN 120 
318 PLOT ?40*j,i,2:HEXT 
3?8 NEXT 

338 FOR n=18 TO 178 STEP 4 

348 HOVE 459,1 : DRAW 420,1,1 

358 FOR j = 41B TO 318 STEP -2:IF TESTE j-T 

8,n<>8 THEM 378 
368 PLOT j,i,1:HEXT 
378 N EXT 

3S8 HOVE 8,174:frRAU 439,174,3 

398 HQ-VE 8,0:DftHH 0,399 :MtAU 639,399 :&FLA 

V 639,8:&RAW 0,8 
408 INK 1,8:SNK 2,26rINK 3,11 : INK 8,l4:i 

ODDER 14 
418 cn!=328;ay=S6 
428 QflLGIH 320,5-6 
438 HOVf 8,0 

448 1 fOR 1-1 TO £l!G05UB 48: FOR dd = 1 T 

0 180tNEXTEHEXT 
458 SOTO B18 

468 FOR 1 = 0 TO GuP-OVE -(4B + I) 5*- J ) 

47# m n -(58^n,~66,2:HEXT 

4fi8 WOVE -3*,54 | FOR i=8 TO 6 5t 2: DRAW 

-<3S*T>,64,?iNME -(48 + il,^iN£XT 
498 FOR 1=1 TO 1JL8 STEP 2 
588 X = SINiI)^6:T-tOSUM66 
518 PLOT 

528 4RAU Z0,0,1:PLOTR 2,0,£:NQ¥E X,Y 
538 K = SIIK-I>*66:Y-C05<-I)t** 
$48 -DRAW X,f,2lPLOTfi -2,0,1 
558 NEXT 

568 PLOT -64,22,1 ;PL0FR 2,0:MAUR 126,8, 

2:0tAUR t8,8,1:PLOTH 2,8,2 
578 PIDT -61,4,1 iPL&TR 2,0: DKAUR 134,0, 

2 : [>AAUR 1S,0,f:PLtiTfl 2,8,2 
508 PLOT -6-B,-4 f 1:PL07ft 2,0:^AMfr 134,0, 

2:D«AHR 1M,1:PI®7H 2,8,2 
598 PtOT -64,-22,1tPLCST» 2,8;BRAUR 124,8 

,2:&E*yff 10,8,1 iPLOTR 2,0,2 
608 FOR 1-0 T-3 B 
618 NOVE i^l, -56+[ 
628 DRAW 56^1,-66,2 
638 NEXT 

648 FOR i=0 TO 368 STEP 30 

658 * = Smn)*54:^C0S£iM54 

668 PLOT i,y,1 

678 i( = SINi 5)+6Z:/»tflS<i H62 

638 DRAW %f¥ 

698 NEXT 

708 HOVE 45,54 

718 FOR 1=0 TO 6 STEP ?:*RAti 45+i,fii,2:M 

OVE 47*i,54;HiXT 
728 FOR i=1 TO 1*8 STEP 3 
73| x=SINti)M0:y*t&SUK10 
748 NOVE 42,74:PLOTR ^,y:DRAVfi 6,8 
758 5< = SINSi + ia&3*10:y = COSCiH803*1& 
■768 HOVE -34,74;PL0TR x,y;&tAUR -6,0 
778 NEXT 

7fl8 FOR 1=0 TO 4 

798 HOVE 4^,a0«i;^ANR -S8,8?NEXT 
S08 RETURN 
B18 €0TO 968 

628 IF cU-^66 TH-EN RETURN 
018 ORIGIN 430,118 

^0 oc K l^[*ULk-20Jfr28;ocy1=COS(cU-28) 
*20 

K50 nr K ^SiwULk>*50ifity2 = [Q^cLk)^0 
&*0 DCK3=MPr(cLkt20)*f8:ocyJ=COS<*Ut?i> 

$71 CULL &SP19 

m DRAU gx1,tr1,2:&R*N c»2,c^2 : &RAW cs3 



,cy3:6RA¥ 0,8 
698 SRAW DCMl,o?y1,t:&RIW ocx?,ocy?;Dt!AV 

ocj(3 r -DCy3:DRAy 0,8 
988 TF t*-1 THEN tk^0:^OUN& 4,T00,1,7,,2 

ELSE tk-ls&OUND 4, 70, 1,7,, ,2 
918 C9c1=oc9c1:cjr1'ocy1 :cK2='iaEK2:ey?=&cy2: 

C!(3=ocit3ic^3=QcyJ 
9?8 clk=dM6 
930 PLOT -688,408,2 
940 ORIGIN ox,oy 
9^0 RETURN 
960 &EF2NT a-i 
970 DEFREAL C,0 
980 E V £ R T 50,2 GOSUB S40 
990 ok=3?8:o/=B6 
1000 GRSUN 3?8,S6 
1010 HOVE 0,0 

1028 PAPER 1:LOCATE 15,25 :,PH [ NT" 
"iPAPEft 0 

1038 * FOR I si TO 61:G0SUB 48:FOfi dd=1 T 

0 Iflfl : NEXT - NEXT 
1048 LOCATE ?,20:PKINT ZM% (?J>;"1 ,I ;:P6I( 
l:PRliNT B l=irtfitf ucHflfi* 

S=itarr;CHRJt22); ,, 0 p 

1850 IKK. 3,20,10 

18^0 a-S=l NKE YS : If it'" THEN 1060 

1865 IF a*="s" OR THEN S0UNE> 1,20 

,28,7:6&T0 1898 
1870 IF al-"i" OR aW l V h THEN SOUND t ,20 

,20,7;6&TO 5188 
18S0 WT8 I860 

1890 BORDER fl: INK 3,25 : til NtKN 1,48,1,14: 

PAPER 1:CLS:P^ER 0 
1180 [>I : ORIGIN 0,8;F8H TO 100 S7EP 

4^0VE 10,i:&m 24fl,i / 2:R0VE 18, i + 

2:CRAW 248,i+2, 8:»0VE 428,1 : DRAV 60 

0,i,1:WaVt 4?8,i t2:»R*t 600, - + 2,8:N 

EU:0R1G1N 328,S-6:EI 
1110 LOCATE 1,1:PA?E8 1:PEH 2 : PR J NT TA&( 

tt); H $Zkl the CLOCK ,r ;PHJNT TABU33; 

$TNJNfil(14,28a^ 
tiH PftINT iPfrlNI™ Huibtr of players 1 to 
4 

1110 a*=ENKEYt : IF THEN 1130 

1135 IF 5*="." THEi 1130 

1140 iipL = VAL£aS):IF npL<1 OR npl>4 THEN 

1130 
1150 PRINT aS 
11*0 LOCATE 1,J 
1170 FOR 1*5 TQ i-rtpl STEP -1 
1 f Si LOCATE ^Sm-OiPRIIir'PLayer ";6-i 

1T90 ' 

1^08 3l = IHICiiri- IF if**? THEN 1?08 
1218 IF a$-CHRt(1?7) THEN 1270 
1220 IF it-tHRSMJ) THEN 1300 
1230 5i = LOVERSU*> 
1248 plS<il=pLi.<iHa* 
1258 PRINT aS; 
1268 80T8 1298 

1278 PR1HT CHR$(AJ" ";CNfrJCS3; 

1288 pL*(iMLEFT$*pLtU*,LENCpLSC1»'l) 

1298 GOTO 1190 

*308 NEXT 

1318 PRIftTiPRiMT 11 Tafgtt star* (580 Basr- 

J ,r ; 

1328 CL-8sFR=8r^OSUB 13S8: A=V*L< AD : 1 F 
A>5 THEN 1328 ELSE PRINT Al;sFR=1 

1338 DL=8;S0SU6 1350:IF bL=1 THEN 1328 
ELSE B=YAL£Ai ) : PRIKT At; 

1348 GOSUfi (9$ttlf DL-t THEN 1558 ELSE 
C^AL( AS) iPfitNT At; 

t343 At = 3NKET*:lF AS = I,!I THEN 1543 

1343 IF At=CHH$C13) THEN 1JS5 

1346 IF A(=CHRJC127? THCN PRINT CHftSCB)" 

,, ;CHRI<a);:G0TO 1340 

1347 GOTO 1343 

1 350 A$= ] NKEfJ-: I F All*"* THEN 1330 
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1351 If li = CHir*(1Z7) AND FR>0 THEN PAIN 
rehr((6>" ,, ;CHftt(8); s 1: RETURN 

1352 IF ASC<A$)<40 OR ASt(AiS>57 TWIN 13 
58 ELSE RETURN 

1353 TftG=A*18&+B*l8+C 

1J54 IF TRG?500 THEN PRIMT GHRtCA);CHRt( 
i);CHR*C&);" H ;CHR5CS);CHfiS(Bi;C 
HR*{$>;CNRm);:GOTO ISM 

1361 EYEftf 50,2 gOSUB 5020 

1378 RODE 1:IMK & f 0imr 1,fl:iHK Z,8:ink 
3,8 

T3*# & AT A HNETfiO,ADJENR,YUOCNH,IRDETS,WA 

E&VT,PMUl( # rflPUHy J S*XfttY,BllIFLa J H* 

TESL^OSSUHN^ZECF*!, ELORIi 
H90 &ATA J?1ZZ1,13612?, 431422, ?23122, 41 

1342,434321,41 4334, 2 1841 4, 41Z42fi, 31 

2122, 124332, 914412,12122? 
1404 t ATA 1,4,4,3,1,4,4,3,2,6,5,2,3,2,1, 

4,8, 2, Z,2, 3,4,4,*, 4,* 
1410 ENV 1,1,1-5,15,15,-1,3 
U?l ENT 1 ,8, 0,25, 12, 1,? 
U30 Pin L$<13J r YStT3J,fil04,U),VtZ63 
1440 FOR 1-8 TO 14: FM J=0 TP 12:5$U,J> 

" i N E I T : N EE T 
1450 P A P E F :PEh 1 
1*60 FOR 1-1 TO 13 : READ L$([>;NE5(T 
1476 FOR 1=1 TO 13:StEAD VtCl>:NEXT 
14*0 FOR 1 = 1 TO 26 = REA& VCDtNEXT 
1498 PRUT" SEAT THE CLOCK :PEN 

?:P«]NT"PLiyfrs ScQre";PEN 1 

1500 DES;pL=5 

1511 TIN=108 

1520 GOSUB 5*10 

1530 GOSUB $710 

1540 CQSUB J340 

1550 GOSUB 3220 

1560 EVER? 9,Z GOSUB 5028 

1578 INK 0, 14:SOtlND 1 ,28, 50,8, 1 : FOR H 

TO 1AM:NEXT 
15*8 INK 1,0!&OUND 1 ,20,50,8,1 ;FOR 1 = 1 T 

0 1000: NEXT 
1598 JHK Z,26jSflUND 1, £0,50, 0,1 rFOft 1=1 

TO 10l6:HEn 
1600 INK 3,13;50U*D 1,20,50,0,1tFOR 1=1 

TO 1000:NEXT 
1610 BORDER 14: SOUND 1,20,50 ,8,1 -FOR 1 = 1 

TO 1000: NEXT 
1620 TAG : PLOT 608,400,ZrNOVE 52,100:PRIN 

T UPPERI{piSf5))j 
1638 CI.K-#:G05US £28 

1648 TA^FF-LOCATE 1,Z8:PEN IsPRINT" SPA 

CESAR to PLAT'^PE-N Z 
165& IF 1NKET3 O n « THEN 1650 
1660 LOCATE 1,Z0 SPRINT" 

":TAG 
1670 COSUB 5060 

16S0 cU-BiORIGIH 10&,2B:gx=10*:o^=2S 
1690 TAGOFF 

1700 EVERY TlflJ GOSUB B20 
1718 ?S="":pp=8 

1720 ORIGIN UMB^lfflioyZfl 
1738 PEM 1 

1748 LOCATE 1,Z0:PRINT" ENTER" : Pfl] NT HI UD 

KD-> H 
1750 PEN 2 

1760 W= INKEf t slf clk=366 THEN 3938 ELSE 

IF A** 1 "" THEN 1760 
1770 IF Ai="a N THEN CLK=360:GOTO 1760 
1760 IF aM" " T WlH LOCATE pp+|,21 : PRINT 

M i ff ;pp-ppf1isl-glt' r ":GOT0 1760 
1798 IF aS=CHR*<16) AND sf = IMI THEN GOSUB 

2*i0:GOTO 1720 
*E0fl [ F Ai = CHRSC13> AND «*"" THEN SOUND 

1,40,38,7:0010 2120 
1310 IF AMCHRIC127) AID pp>0 THEN GQSUB 

1980[5OUND 1, 408,20, 7:GQTO 1740 
1S20 AS=UPPERS(A*) 



1*30 IF ASUAS-H65 OR A5C(A$i>90 THEN 17 
48 

TS40 IF [N|TRCULSi,At)-8 THEN 1760- 

1850 LOCATE 3*PP,21 ! PsfrINT A3 

1360 sS-st+iS 

1B70 pp=pp4l 

1**0 p=lN5TR{*L5,a$f 

1*90 PID(fHL5,p,1)= -1 " 

1900 DI 

1910 PLOT 600,408,1 

1921 SOUH[> 1,40,30,0,1 

1938 TASrNOVE ^3S,0:PRINT al; 

1940 HOVE p*3*,26:PRlNT NlDS*vJ,p, 1 ) ; 

1*50 TAIOFF 

I960 EI 

1970 *OTQ 1760 

i960 TAG0FF;pp=pp-1:LOCATE pp**,21 :PR1JTT 

■ ": LOCATE ppt*,21 
1998 st=tISHTt(!l,1> 
2000 FOR i=1 TO 13 

20T0 IF HlD*fyl,i,1?=aJ AND HJ Df <irLl,i , 1 
> = " Ir THEM «lDt(yLS,i,1 J=i*:S0TO 2& 
30 

2020 NEXT 

2030 PLOT 608,400,? 
2048 OE 
2050 TAfi 

2860 flOVE i+38,B:PR]NT *t; 

?8?& HOVE i*38,26iPRIHT fl] D*f vt, i , 1 ) ; 

2880 si=PUMfs(,1,LEi1(sl)-1) 

2090 TAGDFF 

2100 EI 

^110 RETURN 

212fl H 

2131 *=0:?=0 
Z148 PEN 1 

2150 LOCATE 1,20:PEN 1 :PR I NT"POSI T ION™ :P 

RINT ra CURSOR" 
2160 IF SBCL=1 TNEN LOCATE 10,?S?PEN 2tf 

MtJ*iV f ^ 1 : PR I N T ,f - C E LE Tt" : LO E ! T 

E 11,21 :Ptn 2iPflINT"a d, ;:PEH 1 sPftlNT 

"=E!CIT- 
2178 ORIGIN 14,128 
2188 ox=16:oy-1Z8 
2198 PLOT 608,400,2 
2288 TIG 

2210 DURQVE X*2?,Y*Z2 

222& IF CH=1 THEh CH-8iPRINT GfU+1,Y + 1) 

; ELSE CH=1tPH]HT CHRf(Z33); 
2230 EI 
2240 1 

2Z50 FOR 1=1 TO 40 

2Z60 A$=IttKET$ 

2Z70 If A*<>"" THfK 2318 

2238 IF cLI>566 AMD =h=# THEN 3930 

2298 NEXT 

2388 G: TO 2^10 

2JTfi SOUND 1,300,?,5:DI:ftOVE JC*22,Tf ^22 i P 

RINT GJ(3(t1,if*1);tET 
23Z0 IF At-CNRK<13? AMD shcl=0 THEN SOON 

D 1,28, 7: GOTO 2m 
?330 IF <A*= P D" OR A*="d") AND ibtL=1 TH 

EN SOUND 1,100,^0,7:RETURN 
23*0 IF ai=-a" AND ^cL=1 THEN RETURN 
2350 IF Ai = CHR*(Z43) THEN I = 3tf1;[F K> 1 1 

THEH X=0:€OTQ fZ10 
2368 IF AS'CHfttf2l?) THEN X=^T:Jf X<0 T 

HEN )( = 11:G0TO 2218 
?IH EF A^CiaStZ'tl) THIN > ~ V - 1 : [ - T<0 T 

HEN T=11:G0T0 Z210 
?5S0 IF A$=CHRt(a40) THEN T=T*1:IF i>1l 

THEN V=0:GOTO 22f0 
?390 COTO 2218 

2400 TAGOFF:LOCATE 1,20!PE« 2 : PRINT™ A" * f i 

PEN 1 3PRI«rTcrfls* " 
2418 PEN Z:PRiNT H D" jPEN 1 : PRIHT'^yn " 
2420 at- INKETS 
Z438 U cLK=166 THEN J930 



2440 a(=UPPEft*(at) 

2450 JF a«>"A ,H AND aJ^^'R- 1 THEH 2428 
2460 SOUND 1,30,20,7 
2470 x1=sc*1 :y1^yf1:ok=8 

FOR 1=1 TO L£NUS) 
2490 IF HID*f*S,i,n=" " AND glis1,y1)=" 

" THEN GOTO 2688 
2500 IF niDS(st,i,1)o" " AND g*(^l,y1H 

>" " THEN OOTO ?600 
Z518 IF aS-"A" THEN IF gHxI^I-Do" 11 

OR g*(x1,y1t1)<>" lp THE N fl k=1 
25^8 IF aS="D" THEH If flS(j:1-1,y13<> lh " 

Ofl q*tx^+^ f >?n<>'' 11 then ok»i 

2530 IF it-' A' 1 THEN k1-i!*1:IF ic 1 > 1 1 THE 
N 2600 

2541 IF it="r THEN y1=r1-1:IF y1<0 THEN 

2600 
2550 NEXT 

2560 IF AM "A" THEM IF E*<I,Y4lM>" " OR 
6S(ItLEN£SS) + t # lt1)<>"' m THEH QK = 1 
2570 IF AS= ai D" THEN [F 6$(XiT # T#Zl<> n " 

OR 8$<3(*1,r-(LENirtM>><>" 11 THEN 

QK=1 

25B0 U *k=1 THEN Z6B0 

2$W JF Ol = 0 AND ft =8 THEN I6A0 

2600 1 

2610 L=LEN( 5 i) 

2620 FOR d*1 1U L 

2i.50 TJ^GOP F : OR E GIN 108,2$ 

2640 6i=10|;ay=2l. 

2658 GOSUB 1961 

2660 NEKT 

2670 GOTO 1698 

2660 PLOT 600,400,2 

Z690 TAG 

?7&0 DI 

27T0 x1=x*1 :y1=y*1 

2720 FOR 1=1 TO LEHCfl) 

2730 IF RIDitsl,i,1)=" " THEN 2760 

2748 HOVE Jt*ZZ,^*22 3 PRIHT HID* (s5,i ,1); 

mi gIfsfl,y*1J=H|DH&$ f i,1) 

?768 IF jM"A" THEN Jt=k+T ELSE y=y-1 

2770 NEXT 

27*0 EI 

Z790 TAGOFf; LOCATE A,21:PRIHT ,r 
■i 

ZB00 ft=l 

2*10 ORIGIN 10S f 2& 
2fi20 Qx-10B;&y=ZB 
2A30 COTD 1710 
2140 1 

?850 D1:PL0T 608,400,2;TACOFF 
JI68 sbcLM: GOSUB 21 50 r she 1=0 
2S70 IF lis - ** THEN 5810 
2S60 TAft 

Z890 Jf gm*1,y+1j = " " THEH 2&50 
Z980 HOVE x*22,)«*22 .-PRINT™ 11 ; 
2910 ORIGIN 108, 2B 
2920 FOR i=1 TO 13 

^930 IF HlDl(yi,i,l)=gS^f1,y4l3 AHD RID 

*luLS,i,11=" " THEN ?950 
me NEXT 

??50 NID$(vLS,i,1)=E|t(}r+1,yt1) 
2968 HOVE 1*3B,8?PRJNT 9tCx*1 # y+1>; 
2970 HDVE i*3l,?6:PRIMT if lit ( vt, l , 1 ) ; 
29B0 B*U+1>y+H= B » 
2991 TA60F F 
3080 &DTO ?B60 
3810 TACOFF 

3820 LOCATE 1 ,Z0 : PftllfT 11 
■i 

3830 PRINT" « 
3840 II 
]05& 3ETURH 

IHI origin i0&,?a 

5070 0X=109:oy=2A 

30ftfl yta ,,i| 3UL*- ,r,l :¥(="" 

3090 fOi 1=1 TO 13 
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LISTING 



3T00 
112B 

3138 
3140 

1160 

3T78 
^180 
M90 

im 

521B 
J22I 

jteii 

*258 
3Z68 

3?7* 



12a* 

33#ft 

3310 
33 20 



3330 
3340 
3350 
3360 
3370 
3380 

3390 
3400 

3410 
3428 
3431 
3440 
3450 
3460 

3478 

349ft 

5500 
3510 

35Z0 
3530 
3540 

mi 

35*0 
3571 
3540 
359ft 
56ft0 
i i 1 Q 

36?0 
3630 
3640 
3610 
3640 
3671 

■tn 

349ft 
57ftft 
3710 
3720 
3730 



FOR J=1 TO RND*10+4 

L=LMtlF L>6 THEN L=1 

hove i*36,4;PRINT NIBSUi* n,L,1)^ 

SOUND T,58,5,5:S0uHt 1,58,3,0 

NEXT 

v*=wf+RLDf<U[n,L,1) 

MOVE I*38,24;PR!NT NI0MVi<l),L f 1}; 

SQUNC- 2,25,50,0,1 

next 

ftETURH 

TAG : OR ] 320 „ 288,0 , 639,400 H B 
PLOT 400,480,2 

FOR 1=10 TO 12-npi*2 STEP -2 
HOVE ft,i*10 

mm AB5<ih-6);" iMOWE 

2£0,i*10:PRirr "; 
HOVE 0,i M0*2: DRAUH 20^,0,1 : DRAWR 8 
,-14:&RAWR-28&,0:D"AAyR 0 r 1B:NDVE 22 
S,i*10f?:PRAWR 8Z,8:&RAHR »,-1S: 
HR -42,8; DRAWt 0,14:PLOT 6«fl,40fl-,Z 
PLOT 6ftfl,400,t;HOVE 3?^ i PRI« T p 
Lt(i/2);:PLDT 600,400,2 
NEXT 

HOVE 1i,i*H-6:PRlHT ,, TJifi6ET scfiAt 
"iTRG; 

L^LENC&TlSttrg) S 

MOVE 8,i«1B-4:9RAVR 242*1 + 16,8,1^ 

AWR 0,-1l:&RANR -C24?tt + 14},0sM!MIII 

8,1 5 

RETURN 
i 

ORIGIN 450,130,0,439,0,399 

FOl 1=8 TO B:H0YE -Uft+E),-(5*-|) 

HOVE -3a,54^ FOR i=0 TO 4 STEP 2:&frA 
V - t 38+ i 3,44, 2 -HOVE -(48+i3,54:NEXT 
FOR 1=1 TO ISA STEP 2 

PLOT X,T,14 

DRAUR 20,0,1 iPLOTR 2,0,2lNOVE X,Y 
K = S C N< - 1 J : lT = CftS< -I ) *A* 
frNAU PI QTR -2,8,1 

^ b AT 

P-LOT -64,22,1 :PL0TR : DRAVR 124,0 

xSzOlAUR 14,0,1:PLOTR 2,0,2 

PLOT -fiS>,1:PWTR 2,0: ORAM 13-4,3 

£?MAUR 19,0,1^PLOTR ?,0,2 

PLOT -66,-4,1 :PlOTfi 2,GiDRAVH 1J4 # 0 

,2>QRAyR T3,0,1:PLOTR 2,0,? 

PLOT -64,-22, HFLOTR 2,l:&AAyR 126, 

0,2:6RAtfR 18,0,1 :PL0TR 2,4,2 

FOl 1=8 TO B 

HOVE 44+1,-54+1 

MMU 54+1,-46,2 

FOR +-§ to 360 STEP 30 
K=SIN{i>54?y=t05(i)*54 
PLOT *,r,1 

*-5IH(i)*4Z:F = COSEiM62 

SRAV x,y 

NEXT 

HOVE, 45,54 

FDH i~8 TO 6 STEP 2 2 DRAU 45+i,44,2; 

HOVE 47+i,54:NiXT 

FOR 1=1 TO 14ft STEP g 

N-SJN{iJ*l0:y=COS.(i)*f0 

WVE *2,74:PL0TR ae,y:MMR 6,* 

ac = S[N<i4l80H10^-£O5( i*14ft)*1ft 

HOVE -38,74:PL0T* x,yi BRAVE -6,0 

NEXT 

FOR i*0 TO 4 

ROVE 46,48+i:&RAyR -SS,82NEXT 
RETjflN 

ORIGIN 9,10,9,430,42,18 
CLG 3 

D-H AMR B,5i, 1 : DRAUR 620,0:DRAyR P,-5 



?:9Rm -628,0 
3740 HOVE 8,26:DRAyR 62&,0:«OYE I26,8:&R 
A.UR 1,52 

5750 PLOT 480,488,2: TAG: HOVE 4,U:PRINr 

Letters"; 
3760 WOVE 4,44:PtINT"Vjlu&s"; 
377# FOR i=1 ID 13 
37Bfl PtOVE 126*v*38,0:DRAtfft 0,5?, 1 
37*fl NEXT 
3Bil fit TURN 

3B1fl ORJfilN 12,110,9,272,376,110 
3B20 as 3 
3430 gs^44 

3640 FOR i=0 TO gs &TEP 22 
3B50 HOVE 0,i^RAli 
3840 HOVE i,0;PRAV i,g» 
3670 NEXT 
3BAi RETURN 

nn PRINT IHT(RN^6J*1 

3901 GOTG 34^0 

At- 1NKET J : I F AS = ,M| THEN 3910 

PRINT A5UA11 
■ 

SflCL=0 
TAOOfF 

EJiT 10,1^,20,-1,1,10, 1,1 
FOR i*\ TO 5ft:S0UHD 1 ,30,2 ,7 i SftUNt 
1,2#,2,7:NEXT 
FOft i=1 TO 35 

SOUNt 1,30,1^i/3,O,1:SOyN& 1,20, 1*i 

s"^+0p^H=i+s 
NEXT 

EHV 2 / l5, 1,1,15,-1,20 
Still ND Z,20,Zfl # 7 
SOUN» 1,20,300,0,2 
WHILE ^i£1>>127;VEND 
LOCATE 1,2fliiPEN 1 1 PR EiT" CHALLENGE 
n I PEN 2:PftlNT™ V/N ? 

■■■ 

VUILE INKETt> |,|P :¥END 

^llKEYtlt) aS 11 - nm 41 81 

IF a*="T ,r THEN 5040 
IF ai<> M N" THEN 40S0 
LO-CATE 1,20iPEN 1 ! P ft IN T " POINT 
S " :PEN ilPllif* 
FOR H TO 12 
FOR J-1 TO 12 

IF fiS(J,l)>- " ARB (ittj-1 J ,n> t " 11 0 
H £SU + 1,I)> n ' "J THEN PT=PT4W(ASCt6 
SU, in -44 J: LOCATE *,21:PftINT PTjSO 
UNCi 1,50, 30,0, 1:UHILE SQ<1»1S7:krEN 
3 ELSE SOUND 1,20,1,5 
4140 FOR 6 = 1 TO 4fl::«EXT 
4170 NUT: NEXT 
4140 FOR 1=1 TO 1? 
4190 FOR J=1 TO 12 

4201 IF HtI,J)> lr 11 m (G*<I,J-1)> M " 0 
R (tCljJ+l?^ 1 *) THEN PT=FTtVtA5t(G 
i<I,J)J-*43|!LW*TF 4,21;PRiNT PT:S^ 
UMD 1,5#,30,O,1rWKILE SQU ) >\2?lUM 
b ELSE SOUND 2,2fl,t,5 

4?10 FOR &"1 TO 41: NEXT 

4220 NE1CT : NEJCT 

4250 D R 3 G Z h 320,230 

4^40 TAG 

4250 FOR ftl TO pt 

4260 SOUND 1,5«0-Pf(PL),3,7 

4270 pt(pl>=pt<pl)f1 

4280 HOVE f;94-LtN(STJ|S(pt(pL))>*16Vtpl 

^290 PR E NT pt<pU; 

430B IF pt(pL)>5rg THEN 5-320 

i310 NEXT 

4320 NNl 

4330 ORIGIN 103, 26 
4340 sJ= ,r " THEN 4390 



3930 
394& 
3950 

3990 
4090 

4020 
4030 
4040 
4050 
4060 



4070 
4080 
4090 
4100 
4110 
4120 

4130 
4140 
4150 



4550 FOR 1=1 TO LEHCsl) 
4140 GOSUB 1940 
4370 SOUND 1,20,4,7 
4340 NEXT 

4390 Fflft 1=1 TO 13 

4400 JF H!Gi(yLS,I,1 )=" " THEN 4420 

44T& HP=HP^V(ASC<«It*CULJ,J,1)>-64) 

4^0 NEXT 

4 430 T AG 0 F F 

444ft LOCATE 1,20:PR1NT" ': 

PRINT" 
4450 IF RP>0 THEH 4710 
46B0 ORIGIN 104,24 
4690 TAGOFF: LOCATE a,2fl:PRINT" 
4700 GOTO 4400 

4710 origin 320,241; TA6?PL&T &flfl,4||,2 

4720 FOR i=1 TO ap 

4750 pt{pO=pt(pU-1 

4740 [F pttpLKO THEN ptCpD'i 

4750 HOVE HB«-L£NHTRt(pttpL)>}*t.6Mpl 
*2)t1i 

4740 PRINT pt<pl ); 

4770 SOUND 1,118+1*3,3,7 

4740 NEXT 

4790 ORIGIN 104,28 
4800 TAG 

4^fl ? DB 1 = 1 TO 13 
4420 TAG 

4431 HOVE 1*J4,&:PR[NT " ™;:NOVI i*3B,?6 

1 PRINT" 11 ; 

444ft SOUNI 1,1^10,1,7 
4450 NEKT 

4440 OftlfilN 14,128 

4470 FOR 1=1 TO 11:F0R: j>0 TO Its IF 

+ 1,}*1»" * THEN gKif1,j4ll = r * "tN& 

VE 1t22,j*22:PRl(tT' 1 
44S0 NFKT : NEXT 
4490 D H ] G [ N 320,240 

4900 PLOT 480,400, UNOVE 52, (p L*2)*10:PR 

INT L0WERS£pL3(pU); 
4910 P t=pl-!:TF pl<4-npl THEN pL=5:TIN=T 

IH-5JIF T]P|<20 THEN TIK=20 
492fl PLOT 4ft0,4i8,2tNQ¥E 32, tp 1*2)* 16: PR 

INT UPPERS (piJCpU) ; 
4930 ft=4:pt=ft 
4940 TABOFF 

4950 LOCATE 1,?0;PEN 1;PflINT ra SPACE&AR t 

o PLAY™ : PEN 2 
4940 IF INKETfo 11 " THEN 4960 
LOCATE 1 ,2*0: PR! NT" 

TAG 

GOTO 1670 

EVERY 30,1 GOSUB 5020 
50TQ 5010 

IF tfc = 1 THEN tk=O^OUN& 4,100,1^7,, 

2 ELSE tk=l:SOU«fr 4,7|,t,7,„? 
RETURN 

LOCATE 1,20:PRIirr 
LftCATE 1,21;PftINT H 
EVERV f 0000,1 GOSUB 42B:cLk=0 
abcl=1:G0SUB 2440:shci=0 
GOTO 4120 

OOROER 0:ENK 3,25:yiND0y 1,40,1,14: 
PAPER t:CLS;PAPER 0 
tkOftlGlN 0,0: FOR i=?3 TO 100 STEP 
4: HOVE 10,1 : DRAU 240, i, 2: HOVE t0,i+ 
2:&Rfty 240,i^2,0:^VE 420,1 ; DRAy 60 
ft,i,l2H0VE 42ft,l*£:DiRAU 688, H2,0:N 
E X T [ OR E & I N 320,86:EI 
5133 PAPER 1 

514ft PRINT TABH3 ) ; "BEAT the CLOCK" 
5150 PRINT TA6f13);STRINGKl4,2&g) 
5160 P&lNn PRINT™ The object of the %z 
M i& to pake a ,, :PRINT ai trosi1rfOJrij 
ysinfl 13 nndai (ettef s," ; PH I 



4941 
499ft 

5010 
5820 

5030 
5fli0 
5050 
5ft60 
5070 
Sft80 
5090 
5100 
S11I 

5128 
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HT obeying nfinal crossword rules b 




NT" the words in the gnd *nd reno 


5590 


DATA 


^3,213,636 






ut t here ™ 




ve 


then";PRINT"before the point* a 


560G 


DATA 


190,260,56* 




5171 


PRjaPis 1 Hie Mkit uhi ch gets sh 




re t 


ddeo up." 


5*1* 


BATA 


179^^53, 506 






orter after" : PRX*lT"each rsund. 


5290 


PR]N 


^:PR]NT:PR|NT;PilNT il S 


5*20 


PATH 


?42,?39,47& 






i - . 

- 






BAR TO CONTINUE" 


5*30 


DATA 


159, 190^^78 






PEH 3;PRIHT PI SPI C EflAR TG CQNt tMUE 1 " : 


5300 


IF INKETJO" " THEN SSftft 


1640 


DATA 


1^9,190,638 






PEN 2 




CLS: 


GOTO 1110 


56?0 


DATA 


179,213,638 






If lNKErlO 1 THEN Sl£0 




i 




5660 


DATA 


179,259,478 




:• v*l 


CLS:PR!1T TAB< 13) ; "BEAT the CLOCKS 




TAGDFF 


5670 


DATA 


19ft, 239,478 






PH INT TAB(13J;5TRING*tU,ZflG> 


534tl 


LOCATE 1,?*:MIIIT" 


56Bft 


DATA 


213,255,636 






n, r i lit i v i ■ — i j ■ i 

Pfl INf : Pfi INT Eftter 4 y^rd f roi the 






SPRINT" 


569ft 


GATA 


190,264,65* 






letters L*hL t" : PftlNT"iftd press 


535ft 


LOCATE I^PKIIfT pLs(pl?; ,! WINS" 


570ft 


DATA 


239,H4,56& 






EHTEH, ttien postion the cur*or H :PIH 


5360 


gosun 5*31 


5^0 


DATA 


239,?3^478 






NT using she a^nw keys to unere t 




LOCATE 1,28:PftiNT H SPACEBAR TO PLO 


S720 


&ATA 


239,334,548 






fit y Ord : PRINT i S to start -on the 




A-SAIH" 


5730 


DATA 


239,301,612 






Arid. Press ENTER"; PRINT ir then 1 


5 set 


SO SUB 543ft 


5740 


DATA 


0 f J19,6J* 






A 1 fer icross or *!* for dguru" 


5391 


G0T0 


5340 


575ft 


DATA 


999,999,999 




S3 1 0 


PRINT:PiIN7 ,r SPACEBAR Tti C 


5>tftfl 


RUN 


160 


5 76ft 


RESTORE 5430 






OlfT I NUE" 


5MB 


aS-tNKmaF at= N|1 THEN 5410 


577ft 


CD-0 






5220 


IF iNKETto" - THEN 5220 


5^0 


PRIHT ASC(*S) 


578ft 


ENT - 


1,1,1,1,2,-1,1,2, 


1,1,1,-1,: 




CLS : PRINT TAB t 1 3 ) ; " BEAT the CLflCK" i 


S430 


DATA 


2^,366, ft 


5791 


EXT - 


l,i,t f 1,4,-1,1,4, 


1,1,2,-1,1 




PR ] NT TAB(1JJ;5TJI]N«f H,20S> 


5440 


DATA 


211,284,* 


5*00 


REAP 


A,B,C 




5^0 


PR INT i PR 1 NT If a yftrd is to CTOS 




DATA 


190^31 9 ,ft 


5B10 


CO=tO*1tIF C0=61 THEN 


gdt: 




s a uord in t ht" : PS lNT M grl^ then 


5*60 


DATA 




5A20 


IF A = 


999 THEN RESTORE 


54ift :60TO 580 




that *&rd tust tiivt a ■&pace n iPfil 


5470 


DATA 


179 # 23#>714 




0 








HT H where they crass.. Word* w&y be 


5480 


DATA 


239,28t,?16 


5S50 


SOUNB 


1^,20,6^0,1 






deleted"; PR [NrfiMn the grid by pr 


5^90 


DATA 


239,239,716 


5|4I 


SOUND 


?^,20,5 






essinf the "CLft" key," 


5500 


DATA 


0,558, 71* 


5&50 


SOUND 


£,20,5,0,2 




5251 


PRENT^RENTi PRINT" 5PACEBA 


5510 


DATA 


1 79,259, M 6 


5&60 


IF INKEYM" 11 THEN DUN 


16ft 




D TO C0NHHUE 1 * 


5520 


DATA 


190,2«4,71« 


5*70 


IF C0<*& THEN 5600 




■5 z £ a 


IF I NICE T 1 < * " " THEN 5?6# 


5530 


DATA 


179,319,716 


5&SB 


SOUND 


1,179,120,7,0,1 






CLS : Pfl INT TAB(13);"BEAT the U0EK N : 




DATA 


1S9,31M3B 


5A90 


SOUND 


2,284,120,6 






FRUIT TAB-(13);3TRIItil(M,20Ji) 


5550 


DATA 


159,21J,e36 


5500 




4,?l6,12ft,6,»,2 




5?*t 


PRIHT: PRIHT" WSien the pliytrs tiie 


5560 


DATA 


213,284,636 


5910 


MILE 


■: 4 :i > ^ ? . ? z yF n d 





is uip- then the'^PRlHT-next ;pUye 5570 DATA ?13,215,63B 5920 RETURN 

r uy challenge one gr agre ot":PRI 5580 DATA 0,319,638 



Announcing 



MAXAM 



for the AMSTRAD CPC464 



The start of a complete Expansion System . . . 



SIDESWAYS ROMS at last! 
No more loading . . 
Leaves 40 K free! 

The perfect system: 
All-powerfu) Assembler 

* Complete Disassembler 

* Full screen editor 
Multifunction Adaptor 

* Huge expansion potential 
in ere simple unit P 

So easy to use and learn . 



10 MEMORY HIMEM-1 Q 
2"0 start=HIMEM+l 

"get start 
limit &FFFF 
"ORG start 



30 
40 
50 
60 



Meet MAXAM - a new full-feature no- compromise 
Ass^m h^r/Disass&m hie r/Ed iter - with a difference. It s in 
a very full 1 BK EPROM wiiich plugs directly into the 
AMSTRAD. No waiting while it loads - it's always there! 
You can still use the Disc unit. You also get, as f bonus, g 
new expansion socket for Amor "s raw range nf Sideways 
RDM cartridges (containing/for example, our forthcoming 
Word Processor). 

MAXAM uses no BASIC A AM space. Ii lets you itipk 
BASIC and Machine Code - just like the BEEB! Or, you 
can assemble direct from the Editor, and you can ev&n use 
the Editor to edit BASIC programs' 

MAXAM is ESSENTIAL software for the AMSTRAD 
enthusiast. 

Cassette (reduced specification): £13.50 
Disc: f 2 6.90. All prices include p&p. 

MAXAM in ROM £59.90 




70 "CP 10:SCF.flET Z 
80 
00 




Software Houses: We have in* psrfoct low-cost 
s^eiem for software in ROM! Talk lo js! 



High Quality SoTl^re 



Technical Data 



*Super-fast 3000 lines/min assembly * Condi 
ti&nal Assembly * Plain English Error messages 
*Full Expression evaluation "Unrestricted label 
names * Directives include: ORG, BYTE, WORD, 
TEXT. RMEM. LET. IF, GEL PUT, LIMIT, C0D£, 
NO CODt READ. Commands incFude: LIST, NOLI ST, 
LISTP, TITLE. PAGE. PLEN, WIDTH, DUMP. 
"Menu-driven Screen Editor includes move copy 
.nnri delete Mark. tabs, spauh and replace, print 
all/part of text. Load/ Save all/part of text 
Disr^RDM version only, flegi&^r display. Memory 
Edit commands, breakpoint- string search in RAM 
Link to AMSDOS. 

■ Technical Enqu. DM B 52 2174 



ciw^P Oito ArnorLld, PO Box 619, London SE2S6JL. Order Holllne 01-653 14B3 (2pm-6pm) 
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1 




V 



I 



i 





sis 




I 



ft. *J 



1 \ 



1 




► Dramatic 3D 
Graphics & Fast 
Action ► C/nique 
2-Player Co-op 
erative Mode 

► 4 Levels of 
Difficulty >13 
Different 
Dungeons >UB 
Different Rooms 

► Joystick 
Control 




OBJECTIVE ▼ 

The evil cleric, 

Wistrik, has stolen the 
7 crowns of the 
middle Kingdoms - 
He has hidden them 
all among his 13 
Dungeon strongholds 
- YOUR TASK - enter 
the dungeons, find the w ^ 
crowns, and get out alivel W' 

|/l/ atch out for the zombies, 
'■snakes, spiders & orbs - get 
hit too many times and you're 
dead, 

wy rotect yourself with magic 

• crosses and spells. XX xx 



A 



■ ■ 



kr 

r 




Orbs in hot pursuit in 
the Mines at Minos, 




'rapped in tha Pits of 
ehenne. 



AVAILABLE FROM ALL GOOD SOFTWARE RETAILERS - iht's not th&nt, please order it- or in case of difficulty 
your crossed cheque. RO m&ti€ out toAriota&oft U.K. Ltd. including your own name and address, to 
Ariotesoft U K. Ltd,, Suite tQ5f108,Asphafte House, Patace Street, London SW IE 

RWA LM OF IMPOSSiBtLITY Casset te £9. 95. Disk £ 1 2*95 - includes VAJ& p&p. U. K . orders only. 



PI 





3fc 



HIGH PERf GFtMANCb PHGGFLAM^ 




SERIOUS 
SOFTWAR 





AMSTRAD 




THE COMPLETE CASH BOOK ACCOUNTING SYSTEM 




(includes VAT file 
program 181 3) 






e 




TTttS is a program of enormous 
scope whjcti allows the Amsirad 
bo be used as a powerful 
businsss lool, taking the 
drudgery out of bocfc keeping, 
and producing accurate and comprehensive management 
mtormaton- 

In H$ simplest form the program will replace your Cash and Petty 
Can books BUT Geminr's program, in effect, does much more-, 
m acdition 10 recording cash and bank transaction^, the program 
will allow you- to enter cretlt sales and purchases, and tor all ol 
iJiese enlnes it wil ajutomaticalry complete She double entry 
routines, lo ensure that ypur records are always in balance. 

Sates and Purchase ledger control accounts =re included, which 
makes the program ideal for integration wilhr an existing manual 
sa-ss ot purchase ledger system. 

The program also includes the loUawing leatures: 

1 . Balance a! Bank for up lr> 5 separate Bank Accounts. 

2, Petty Cash in tiand tor up to 3 separate Cash Acecunrs. 

3 A listing ol all nominal account titles (maximum 199), most of 
which are userdelinabtej. 

4. Monthly transaction summaries and departmental analyses of 
sales and purchases. 

5. VAT memo account balances (satesftiel purchases), and VAT 
accounts. 

6. Balcfo pnntouls at all transactions entered in dunant program 
run. 

7. Tola! rJetucfs and creditors, sates, overheads and Trial 
Balance 

The program is therefore a complete ' S3 and alone' accounting 
software package, ideal for both business users, and practising 
Chartered Accountants, since an infinite number of different 
Cash Books may be kept on a single ArnstraU 

A full audit traj I of all data entered in Ihe program is produced and 
a journal entry routine is incorporated \o facilitate adjustments to 
individual nonwiaJ accounts, prior lo producing a final Trial 
Balance. The latter interfaces automaticaJly with Final Accounts 
program C 1806, so thai a Prolit and Loss Aocounl and Balance 
Sheet can be prepared 1rom data held in the Cash Book program, 
Cassette C J BD5 £53.95 
DtskD iSC5£$4.95 



Whilst (his program will benefit most VAT registered bifsmesses. 
ills also designed for those users who are on one of the special 
retailers schemes for VAT, which requires ihem to analyse Eheir 
expenditure invoices over the various fates of VAT, m order to 
Calcutta their VAT output tax, The program wilf provide the 
following: 

1. A means of jecording invoices. 

2. A printed copy of all invoice details 

3. Accumulated tolaJs of rjfflerenl types of transactions 

4. The facility for coping win a mulii-fated WT system. 
EL Information needed for Jhe preparation of VAT returns. 
6. The facrJrty to sort and pr^nt transactons &y date, invoice 
reference orcusioffler.'supplwiame. 

The package is capahae of deai\ with up to 140 transactions m 
a single batch and the different transaction types are processed 
in separate batches, which are then pnnted out as a permaneriL 
record. Cumulative totals <or gross takings, VAT at standard rate 
etc. are stored in a data We on disk or tape whicti can be loaded 
atthe stal of every session bo provide "brought forward ' loiafe tor 
tte program 

Cassette CJ8t3£f $.95 
DiskD,1Sf3£25B5 



This program is designed lo produce a Trading and Profit | Loss 
Account and Balance Sheet, either from the final Trial Balance 
produced by Cash Book program 1 805 or from any other Trial 
Balance making il a :ru ; y stand alone F nai Accfxnts" program 

The facility to produce these documenis quickly, accurately, and 
regularly $ of enormous help in running any business, large or 
small, since one shows the true profitability achieved, and Ihe 
other the exact strength of the business in terms ol assets and 
liabilities 

The program also allows insertion o4 budget of comparative 
figures which cart be shown atengside the adual figures, together 
with iwaes lo tshe accounts, and the opening Trial Balance for the 
following period. 

Whether used by businessmen cr practising Accountants, this 
program allows the AmsCrad io he used as a real business 
computer producing vital information for cecision makers with 
enormous ease and accuracy. 

Cassette CJ806 £59.95 
Disk D.tm etus 



Bona licks dea*ers, disiribuJors and overseas licences 
1cr Gemini software always required. Educational 
e£lablish™n1s contact us torclelails Ol Our fuSS-lraa 
licensing agreements. 




BEAUTIFULL Y PACKAGED AND DOCUMENTED, THESE EXCEPTIONAL PROGRAMS PROMISE TO 

BECOME 'BEST SELLERS' FOR ALL AMSTRAD STOCKISTS, AND ARE CONFIDENTLY 

RECOMMENDED AS 'STA TE OF THE ART SOFTWARE FOR THIS POPULAR, COMPETITIVE HOME MICRO. 




Jr lean the data storage capabilities or" your Amslrad with this 
powerful debase program Iron Gemini, the markel leaders in 
Jiome computer software ! 

Your Gemini Database will allow you to store, relrieye and 
manipulate data In a variety of usetui ways — ust as you woulc 
■v h a manual card index system, bul with extra capabilities, such 

as: 

t Set up your own user-d&linab 9-carrjl3youtin40 or 80 column 
mode. 

■ Up lo- 20 fields allowed, eacb with 1 60 cnaracijers — to a 
maxima oJ tGOQ characters per card. Up to 999 records 
available-, making full use of the 464.^64's memory capacity, 
i Extensive mathematical and rieid ESlajioiiaJ expressions may 

se used, including totals and averages. 
• Qu*c% sorts a|phabelical*y or numerically, even names by 
&umam& if required, wish or wilhuut case discrimir^aftion. Sons 
may be performed on $ybseJs of records on ANY lield 
§ Integrates with Report Generator (avatlab&e separately) to 
produce standard mgii-merged farm letters. mai ! ;ng labels up 
to 3 across page etc. 

Change record forma: ai any r ^e, edd or delete fields after 
set-up. 

Gomptataly u&er-deiirvable held summaries, avertable (obolh 
SscreEfi and printer — 45 or 80 column display mode. 
Delete records. 

Browse with instant edil-'pnntcJeiele options. 
Simple menu-rjfiven operation. 

Utilises machine code routines — no Icrtg "garbage collection'. 
Files may be merged enabling the appending of files wflhout 
tedious re-ly-ping. 
I Supaffbly documented in an easy to understand style— p4st as 

you would expect from Gemini! 
I Comes with Two documented demcmiratKin files to show the 
extensive capabii tes ci the solvere. 

Cassette £1801 £13,$5 
Qitk DJSD1 £25.95 



EEfTlim 

GEMINI MARKETING LIMITED 

Gemini House, Concorde Road, Dinan Way 
Industrial Estate, Exmouth, Devon EX8 4RS 
Tel. (0395) 265165 Telex 42956 GEMINI 
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Requires Gemini Database Program No. 
C.1801 and Printer 

This program will allow you to present and print yiQurGefinni 
Database data in formats Ihatysu design yoursetl on^reen.. 

Look at some of the ways in which you can use rt: 

t Re-arrange your record layout lo specific pnmt-ed 
requirements, 

f Create sets of mailing list labels Irom database records, up lo 
three across your printer. 

• Create documents inserting merged fields into test. |ust like 
the expensive wortHirocessorsI 

t Design Held summaries for columnar presentation of dala, 
and loiai any given column. 

• Ideal tar mail-merged standard letters. 

• Create any number of standard document from one 
database file 

• WIH evefl nghs-|u5lily documents, automatically adjtisling lor 
variable length merged data. 

Technical Details 

RECORD MODE: 1600 characters of text available, including 
field tfata. Headers and Footers may be entered when using 
punter paging options. 

MAILING LABEL MODE :1 -a labels 
across page, wilh automatic coospacling 
Nnes to sequence She printer. 

DOCUMENT GENERATOR MODE: 
3200 characters available perdocumerift, 
with merging of up lo 20 fields in any 
po&ii'Dr or document. Any 1ie4d may he 
used more than once. Automatic 
ju$MiC&lion. 

RELD SUMMARY MODE: Lb lo£Q 
fields may tje specified, maximum of 
160 charades each, 

Cassette C 182$ £199$ 
Disk DJS20 £25,95 




The Gemini Amst/ad Home Accounts is a suite of two programs 
otlefing oomptfehensive management af home finances. It is 
quick and easy 10 use and includes the following main features: 



i 

i 
i 



i 



Compter aided budget design 

Up to 30 expendisure allocations. 

Financial year may start wish any monlh. 

Amendments lo budget at any time . 

Up to 24 characiesa per transaction. 

Automatic warning if bank charges likely. 

Fofecasting si balances and expenses. 

Bar emails otfcudgevactua^ income^xpencfturg. 

Various printef routines. 

Powerful search routines including: 

Date, orange of dates 

Allocations 

Transaction details (specific name) 

Credrts 

Combinations 

Simple to check accojn: ioia : 3 and r-jnnmg totals agamst 
budget ai any lime. 

All account eniries sorted into date ode* \\ required. 
Simple a^ncmem or deletion of entries. 
Date entry validation. 
Full summary by allocation. 
Four types of monthly summary. 
Automatic ensry of slandmg orders. 

€ass*tt*C,W7£m95 

DfskQJ8Q?£25J5 
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SOFTWARE 




DFM DATABASE 

An easy to use database for mailfists etc. Complete with label print 

option £14.95 

HOME ACCOUNTS MANAGER 

The complete home accounts manager, for bank accounts, expenses, 

and includes a name/address file £1 4.95 

TRANSACT 

The ideal small business book keeping system. 
For day books, nominal ledger, journal and VAT £29,95 

INVOSTAT 

An invoice/statement generator, featuring automatic 
creation from a sales product table £29.95 

STOCK-AID 

A simple but powerful stock control system, 
with extensive reports for screen and printer £29.95 



All Dialog software provides easily understood screen 
formatting, taking full advantgeof Amstrad computers 1 
40/80 column capability. Available on tape: disc versions 

soon. Above prices include VAT. 



FromAMSOFT & Dialog Software 



The ideal desk for 
all Amstrad 
computer 
owners. 




Supplied in a self assembly pack 
with full instructions. 



Orders oniy accepted for delivery in the U.K 
All prices Include VAT & postage and packing 
Cheques or postal orders payable to AMSOFT 

J □itcount prftft available afifta the rt^iutere-d USER CLUB MEMBER wtwn 
purchased dirfrC? fro-m A msofL, quoting membership number. 
1 This name and add re&& m ust be the the re^iste^iKl mfc nvbera f*ame a nd 
adtfmu.. H purchased by credit card rt mutt sl» be the name a nd address 
j^vited to the cred it card -company. 

( PLEASE ALLOW MAX IMUM OF 28 DAYS FOR DELIVERY | 
[Most Orders will be despatched within 7 days) 

SUBJECT TO AVAILABILITY AND OUR NORMA! TERMS Of BUSINESS 

ALL PRICESMPEOFrCATIONS SUBJECT TO ALTERATION WITHOUT NOTICE 



Keep yourself tidy 
with this superb 
computer desk, 
featuring space for 
software, printer, 
&disc drives. 



ONLY 



£29.95 



For User Cub Members oniy 

Available to Non-Members for £34.95 



Date 



CD1 



Access Card No. 
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Bare lay card No 



4; 
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Expiry Date. 



USER CLUB NUMBER. 



NAM E M r/Mrs/M iss (PI case delete) 



Initials 
Surname. 



*# 



ADDRESS .. 



■■■■■■■■■■■i-i-i-iiifi-i' 



■ 



POSTCODE 

DAY PHONE NUMBER 

POST YOUR ORDER TO: 

AMSOFT. Brentwood House, 169 Kings Road f 
Brentwood, Essex CM 14 4EF 
Of phonethe ORDER ACTION LINE (0277) 230222 



Amsoft is a division of AMSTRAD Consumer Electronic PLC 



TELECOMPUTING WITH 

YOURAMSTRAD 



by Steve Gold 




So, you've got your Amstrad, an interface 
and a modem. What now?... 
If you've perused a few of the magazines 
dedicated to l modem living* then you 11 have 
realised that there is whole new sub-culture 
out there, chock full of communications 
buzzwords such as 'parity 1 , 'baud rate" and 
the like. This article will, I hope, guide you 
through the trauma of getting your 
machine ^n-line'. 

Having read your user manual(s) 
thoroughly, you'll need to have a modest 
understanding of a few of the components to 
which your computer is attached, The 
modem and the serial port are important 
accessories. 

Your computer operates in a binary 
language of ones and zeros. This binary 
language is due to the fact that all a 
computer really knows how to do is to throw 
thousands of microscopic, internal switches 
very quickly to ofTand on states. 

For instance, when you type the letter L A* 
on the Amstrads keyboard, the CPU 
(Central Processing Unit) has it 1 a own 
two-numbered way of dealing with that 
letter. It is called the ASCII binary code, 
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and, in this code, the? letter A is realty Lhe 
binary number 1000001. B becomes 
1000010, and so on. 

Now let's suppose you've got a document 
already composed on tape or disc. Whatfs 
really recorded on the tape or disc is the 
binary encoded sequence that represents 
each of the letters one after the other - a very 
long string of ories and zero^ Using a 
modem, (short for MGdulator 
DEModulator) you can squirt the string of 
zeros and ones down a phone line as a series 
of representative tones, which may then be 
decoded at the other end to produce the 
original document again. Your modem 
'talks' to other modems using the 'phone 
line. 

Now, that's all very well and fine, but, just 
as there are different TV encryption 
systems round the world, so Murphy's law 
dictates that there are several different 
'protocols 7 in use for modem transmission. 
These protocols are defined by the three 
major variables: 
Parity 
Baud Rate 
Duplex 



Parity 

Transmitting a sequence of tones to 
represent a string of digits is really a great 
idea, but how does a modem recogni^ when 
one character has finished and the nest 
starts;? The method by which most 
computers do this is called 'asynchronous 
transmission 1 . Many computers add a 
process called 'parity checking', and as 
you'll have come to realise in the computing 
world, this is a complex sounding name for a 
really simple idea. 
Each character in the ASCII 7 bit code has 
a start bi t added to it. The start bit is always 
a 0 3 and tells the receiving computer to 
expect an ASCII letter. After the ASCII 
letter is sent, an extra bit, known as a 
''parity bit' may be added on. If the parity 
check is £ even', then the sum of all the bits in 
a character, including the initial 0, and the 
final parity bit will produce an even 
number, Odd parity gives a sum total that is 
an odd number If the receiving computer 
gets a checksum that is even, when odd 
parity is being used, it means there has been 
a transmission error, and^ depending on the 
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software package, will take appropriate 
action, Appropriate action means either 
notifying the recipient of such an error 
(usually on-screen), or automatically 
requesting retransmission of the data 
concerned. 

The parity bit is not usually acted upon in 
small computer communications, but L &iop 
bits' are. A stop bit, like the start bit 1 is one 
or two binary numbers which follow the 
parity check bit. The atop bit is really a sort 
of end flag that notifies the receiving 
computer that one letter has ended, and to 
await the next start bit. Most 
communications protocols in this country 
use one stop bit',. 

Baud Rates 

When you drive a car, your speed is 
measured in miles per hour. When you 
transmit words and information by 
computer, your spK i td is measured in baud. 
Unfortunately 300 baud doe* not, despite 
much misleading information to the 
contrary t translate to a given number of 
characters per second. This is because, as 
youH have seen above, each character is 
represented by a series of tones. At 300 
baud, each tone lasts a fraction over 3,3 
milliseconds, which (assuming 7 bit ASCE 
code) together with one start and stop bit, 
means that each character is 9 bits long. 
Working this out, we get a maximum of 29 7 
characters that may be sent every second. 
300 baud is used by the vast majority of 
Bulletin Board Systems in use in this 
country. Because of the Prestel rates, of 1200 
receive, and 75 transmit, some are coming 
on-line using this rate as an option. In 
practice, whilst recei ving data at 1200 baud 
is fine K uploading at 75 baud is not, so you 
will find that 300 baud is the most popular 
BBS rate. 



Duplex 

Obviously t just having one computer 
squirt information to another is not 
satisfactory, particularly when the other 
computer wants to talk back. So modems 
are devised so thai they can permit 
simultaneous operating where both can 
talk at the same time. Naturally, two 
different gets of tones must be used with 300 
baud, .so that the signals do not get confused. 
One modem works in the 'originate* mode, 
and the other in 'answer 3 mode. This is 
known as 'full duplex' and is almost- 
universal in its acceptance as a standard in 
the UK today. Half duplex, where the 
computer can only receive or transmit at a 
given time, evolved in years gone by h to 
allow cheaper modem components to be 
used. Duplex is not applicable to 1200/75 
transmission as, obviously, different tone 
channel s are used in thi a system . 



Plugging in 

I hope by now you'll have grasped some of 
the basic principles involved in computer 
communication. Armed with this 
information then, let's look at what services 
are available. 

Services accessible via your modem fall 
into two distinct categories; free and 
chargeable. The free ones are usually 
(B)ulletin (Bksard (S)y stems, and are 
usually run by an enthusiast who devotes a 
lot of time, money and effort to get a system 
up and running. Because of the cost, 
involved often a BBS will operate limited 
hours, and on one 'phone line, which, since 
there are tens of thousands of modems all 
(theoretically) wanting to use the few dozen 
BBS's already in existence, makes for a lot 
of engaged tones! In practice, you'll find that 
by using off-peak times ( early evening and 
very early morning) you'll stand a better 
chance of getting through. 

Remember though, that a BBS represents 
a lot of time and effort on the part of a 
SYStem OPeratur fsysop ) h and it i a only due 
to his/her nature that you are allowed 
to use it, so please, no bad language, and no 
electronic graffiti! A list of publicly 
accessible BBS's is given at the end of this 
article, 

Chargeable systems make you pay for the 
service because they invest great sums of 
money into providing a professional service 
available on a great number of dial-up 
ports, thus virtually guaranteeing you 
access 24 hours a day - whenever you want. 
Often r by means of a special service called 
(Racket (Si witch (Sttream, they enable you 
to save on phone bills by giving you a special 
local 'phone number to dial, even though 
they may be hundreds of miles distant. 
Because of the resultajit savings on *phone 
bills^ which can total up to three pounds an 
hour, the hourly connect rates for such 
services are relatively quite high, 

Most readers will be able to have a lot of 
fun simply by calling up their local BBS, 
but, as you become more experienced in the 
use of your modem, and your thirst for 
information increases (in proportion to your 
telephone bill!) you may like to try these 
services. Space is too limited for me to 
provide much information about the 
services, but again, at the end of this article, 
you'll find lots of addresses for you to write 
to for free information, 

Your 'phone bill 

Naturally, using the 'phone isn't free. Nor is 
it, in spite of the horror stories of 
multi-thousand pound 'phone bills, 
devastatingly expensive. 
If you restrict your usage to 'cheap rate 5 
(any time other than 8am to 6pm r Monday 
to Friday ) t your bills will be manageable. 
You'll find it useful to keep a log of your 
calls, as this will often solve the family 
disputes that inevitably arise when the bill 
arrives. As a general rule of thumb, cheap 



rate local calls cost around 40 pence an 
hour, whilst short haul direct dial calls 
weigh in at £1,20 an hour. Really long 
distance calls (over 50 Km) will set you back 
up to £4.00 an hour^ so wateh out for these. If 
you call the telephone operator and ask for 
FREEPHONE TELEPHONE SALES, they 
will send you information on 'phone charges 
appropriate to your area - and the call to the 
sales office is free! 

As with all things moderation is best. I 
think you 1 1 1 f s nd modem living to be a cheap 
source of good entertainment, 

A few useful names and addresses: 

American Peoplelink, 

Arlington Ridge Office Center, 

3215 N Frontage Eoad, 

Suite 1505, 

Arlington Heights, 

1L 60004, 

USA. 

Tel: 0101 31287052(H) 

Association of Free Public Access Systems, 

(Please include an SAE) - 

Fred Brown, 

421 Endike Lane, 

HullHU68AG 

CompuServe inc., 

5000 Arlington Center Bl vd., 

Columbus. 

Ohio 43220, 

USA. 

Tel: 0101614 457 8600 

Dialog Information Services, 

POBox8, 

Abingdon, 

Oxford 0X1 3 BEG 

Tel: 0865 730969 

Packet Switch Stream Marketing, 
British Telecom National Networks, 
Seal House h 
London. 

Tel: 01 920 0661 

Telecom Gold Marketing Dept., 
Sales Administration, 
60-68 St. Thomas Street, 
London SE1 3 QU 

Tel: 01 403 6777 

The Source Telecomputing Co Inc h 

1616 Ande rson Road T 

McClean, 

Virginia 22 102 

USA. 

Tel: 0101 703 821 6666 

If you need assistance on 'Comms 1 matters, 
then please leave a message on the 'London 
Underground* (01 363 0198), or, if you have 
access, on any of the fol lowing networks: 

CompuServe 7601 1,1155 
Prestel 01 2783143 
Source BBY 284 

Telecom Gold 83:JNL IU KT3II 
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Problems solved, Questions answered, 
Hints supplied, Universes saved etc. 



Q: 



A few weeks ago I started getting the occassional 'Read 
Error b', since then it game from occasional to continual, 
with the odd 'Read Error A J thrown in. 
It is virtually impossible to load any program that has 
'SAVED* successfully. Pre-recorded tapes such as 
'ROLAND' still seem to load OK (I had one read error but 
loaded with a second go), 

CODENAME MAT seems to load OK but doesn't appear to 
be playable. I haven't seen a planet yet, although the 
readings suggest I am close enough to touch it. Zapping 
aliens has no effect either. 

Before the "ERROR" occurs I can tell it will happen from 
the sound. It seems distorted compared to the sound from 
"SAVE", One gets the feeling that the tape is slowing and 
speeding up, in particular when there is more noise. Its as if 
the data slows the tape down. You can in fact see that the lift 
spool appears to slow down and then take off again. The fault 
occurs with all tapes including AMSOFT, and top brand 
audiotapes. 



ACU: 



R.J. Thomas, 
Leicester. 



* If you find thai you are getting an unacceptable 
number of these error messages with several different 
cassettes, your datacorder could possible have a faulty 
motor. In this instance you should return the computer to 
your retailer for repair. Some loading errors may be due to 
incorrect head alignment This will need to be corrected by a 
qualified engineer. Re-aligning the cassette deck yourself 
could mean that nothing loads afterwards. Whatever you do 
try cleaning the heads first 



Q: 



10 ON ERROR GOTO 100 
20PZINT "HELLO" 
30 END 

1 00 ERROR ERR : END 
RUN 

(Should report 'Syntax error in 20 1 ) 



Syntax error in 1 



(ie the ERROR command reports the line on which it, and 
not the error, is to be found) 
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ACU; 



If you use the ERROR command then the 
BASIC will report the error as having happend on the line 
containing the ERROR command. This is what is intended. 
If you use an ON ERROR GOTO construction then you ha ve 
access to the failing line number and error code until 
another error occurs, or a RESUME command is executed. 
An ERROR command is treated exactly as if an error had 
occurred. 



Q 



While writing fairly simple programs I found the following: 

DIN a (10) 

10 DEF FNy<x)=x+1 

20 FOR b= 0 To 4 

30 a(FNyCb)) = 0 

40 NEXT 

RUN 

(Should initialise a(10 to a (50)) 
Unexpected NEXT in 40 

(ie indexing an array by a function disrupts the return stack) 

ACU: It is not possible to use a User Function as an 
array subscript 

Q: 

10FORa = UOlO 
20 REN I (shifts) 
30 NEXT 
RUN 

(Should j ust pause for a short time ) 
NEXT missing in 10 

(ie the search for a matching next is disabled by the shiftt 
sign) 



Acu. 



The programmer should avoid using 
characters 

other than those with ASCII in the range 23-123 and 
125- 12 7 in a REMsta temen t 



ACU 
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High Quality 
Microcomputer 
Software 

for CP/M 

a sparkling full screen editor 
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a glittering macro assembler 

TheEe 3 programs are available in one 
powerful package for your CPC 484/964 
disc sytiteoi. Only £39.95 directly from 
HiScft (UK inclusive). Write for export 
prices or full technical details. 
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a brilliant front panel debugger 




ISO High Street North, 
Dunstable, Beds. LU6 IAT 
Telephone (0582) 696421 



THE BEST FOR 

YOUR 464/664 



H] SOFT PASCAL 

PufjeielI \s el valuable e?Ji*calie?flBt and dBVELnpiiu?n1 
lyol ftnd in arddilicn il runs prngfams lyrj-ically 40 
tinnea fasler Khan I he BASaC jirvefi LACftnLotive 
BASIQJ i^quivabnl. Our 

implfljn^niiilitin ur the PaFicaL language whlcN ^yiH- 
PiIfje -di racily 1c machirse oodt(nu alow P-Es>desj. 

Afj wilh E)frvpsc. Ihefe aw !wo var&lons of HiSufl 
Pimal fen the Ajnsrrad cofnpuitrrs. one Amsdos 
tompatahilfr m6 the other CP/M ^mr>nj 'Me, 

The Ajils^ 1 ■•a versiciii of HiSoEl Pastat lully ftupporls 
both LasBttEa and disc; K'Ls AmsduisJ, cuimes ccm- 
plgle wltH i 4 uri le Graphics pa<:k^ge and many 
piotedunHi; and [untlions for LntBrtacinB wich tht 
f i rniT^a re 

llifi CP^I tereicns IPaEPLalBOj is gu[Kpl|^d with Kl^W 
(our Futt-straan, U'orrfylaT-cumpatibla adilof|, 
t?)tainple P^suil programs tsrudTidLll| an extanaive 
disaiitiambleT^ and. supports saquantLal file; hantl- 
liru 

Phu^hI m undounledl>- u puivenuJ pragrajumniK. 
language ttnd the Lumbi nation of HiSoM Pascal and 
(hp Amalrad L^mpu1#t* add& tasl. Ffasy rfe^elui*- 
ruttftt, Unbeaiable! 



^riues: 
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EliVM isa ■]'raclE!tTjarJt jiE DiLiit^l kt-si'iir: h Im.. 



HJSOFT SOFTWARE 

FONT 114 Lnw PONT *&4!fc an aasy-ta-use font de- 
3-is^er enfthttne to design. &diL and save your divii 
i-haratiprb and graphics: Ihere Are 6 ortHd^iiTjad 
fonls and I he packaga tomes complete with wpmsli- 
C9l*f<3 ^firiler-drivins aoHivare which allows hi^h- 
resoluEtitfi s*;r**n dutnoS and Je(ler writing: on Upson 
compaiJbles and I he DMSM. £7 «5 [lape|. £SZ.t?5(disc). 

THi^ TUKCH. an e^lensaii^ cflsc-bASed tutorial thai 
illuminales I he mysteries ot She CPj'M u|>era1in^ 
svs1em Plus an easy-lo-use menu system L 1 2 fl3 
[disc) 

THE KNIFE; hack youi discs tntn shape with thtu 
powerful disi.: mtiiriLen^mu.!- program, recover un- 
eraHed files, cut and paste sectors, learn hciv tites aie 
slored on dLst:. ^oli haie uJilimilt^i p<jwlt u\er vour 
discs wi) h E Vie Knit-E! t] z.Ha (disc). 

HISOFT r: ^v;1^:^l oui for I he Amslrad veTsi-on nf our 
highly ESLdaimed fj E:omptper « ii will be torn] ivorlh 
f wn i I ! 



Access 




VISA 




High 





HISOrr DEVPAC 

The standard i^^iiniijl v hjnguage Fpanitage lor Ihe 
Amslrad CPC oompu1«rs iiiaLlH&e on tap^ or cLi-Ki .. 
Davpai: is used bv ]aadin.jj( sofiWHrii houses <o develop 
1 heir commercial HEitl^are r^c^use ii is slandard. 
Utvpac is a compJaSe ma<.hine code rJevabpmenl 
pt&CKigfr vL'ilh Zbo assemhlen'edjlor nnd Irunt panel 
dlsass+rmbEcf-'debuggei; 1 eal u r*s lnc:tvdi" - slandard 
ZiLng niHLei^onFL^. puiverful asHem'rjl br iMjftintoflclb 
L-ondilionaJ Jtsse^iolv. 4tss('mblf text Iront Ihpm of 
disL. full supptjrl ol lfipi <mci disi . tubeJIinsj disassem- 
bkr, muliipte breakpumh imMiKjrv starch. sinji.l«- 
stepelc. 

DevpaLHU |our CF/M %wsiun| has all ihd hIuj^e^ 
fptttures plus much, mucK martr M runs under Ihe- 
t!PA1 ditJu upvratina syslem, Jimes cumplnti 1 - uilh u 
lull-screen ^Mor ^Kbeb| and lakey full *dv4inl^i> c P | 
CP/M aLLrju iai}< cJisc'lu-diisc assejnhly, \ irtsttil disVn^ 
lull ZiIiik mm fujs, [ifll i^sioji express ions, prinli-r lihs. 
disassembly 10 diSL ale. eii.. "I"h<! new standard ■■ 
Bssemble.r, , <M>uxH*r p&i kagns. 

i^east! le+^l Ifh^ 1o wrile lor lull EEiL.hniL.nl $fwi \ 
(ions ul hnl h ]^ri id lii^Ie-. 



I*rii Hf; 

Uei'pHc: 

Ol.ll5lE£i[>F|i;ifi.NS((iis(.| 



LJl-hp^lL.hHJ 

SOON TO HE RELEASED JN ROM!!! 



competition!! 




^^^^^^^^^^ 



■ ■■■■*.. 



— 






Rules: 



1 The winners will be the first 25 correct entries drawn on July 
30th 1985, 

2 There is no limit to the number of entries any individual can 
make, however each entry must be on an official entry form, 
Photocopies cannot be accepted . 

3 Entries should be sent to: 
Amstrad Computer User Magazine 
Confuzion Competition 

169 Kings Road 
Brentwood 
Essex 
CM144EF 

4 No correspondence can be entered into regarding the 
competition, Wo entries can be returned. 

The judges decision is final. No employees of Amstrad, 
Amsoft ; Am strad U se r o r th ei r r elat i ves may e nte r . 



Confuzion is the best-selling puzzle solving game. You have to 
guide a spark through up 64 different levels. The game is very 
addictive, even the Editor got hooked. 
Some snazzy softwear is on offer to 25 people who can prove 
that a simple puzzle does not leave them Con fuzed. Look at the 
photo on this page. It shows a typical Confuzion screen. Explain 
how to slide the blocks about to leave a straight path from the 
spark to the bomb. Unlike the real game you cannot move the 
blocks once the spark has started its travels. So if yo though 
that the best moves were Right, Up, Left, Down that is what 
you shoufd fill in on the entry form. Of course that isn't the right 
answer (Even Amstrad Computer User Competitions aren't 
that easy). 

r 3< — 1 

Entry Form. 

rmnotConfuzed, I think the moves should be 



Name ... 
Address 



My sweatshirt size is 
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"YOU MUST BE THE BEST 
SOFTWARE FIRM IN THE WORLD" 



(L Hal lard, London) 



FOREIGN QRDfRS WELCOME, satisfied customers m over 40 couniries tor 3 years. UK prices include VAT: export prices are the same, p)usp&p. Pay 
by sterling cheque, bank draft or postal order. It's faster lo order by phone from any country with your VISA, EUROCARD, MASTERCARD, or 
ACCESS. Call 01-7&9 B54&, 24tirs, WE ALWAYS TRY TO SEND YOUR PROGRAMS ON THE DAY WE GET YOUR ORDER, that's why it's called 
SpeedysofE? All programs normally in stock. Faulty tapes repfaced immediately. FREE 32- PACE ILLUSTRAUP CATALOGUE WITf I EVERY ORDER. 
Sond 11. IK) (refundable) for catalogue only. 



KNIGHT LORE 



"EASILY TH£ 0EST PROGRAM IHF 
AMSTRADHAS EVER SEEN ... awesome, 
intricate graphics ... enough to make most software houses pack up and go 
home ... ii you have an Amstrad, you should start whooping for joy." 
tPopCompWkJy) "How do you describe software so good it makes 'let Set Willy' 
look feeble? Stunning 3D and full ot tricks to learn. " t Amstrad User) "Quite 
simply the must technically awesome game Ultimate have released. " 
tPer&tornpNews't STICK OR KEYS. fUtttmate} CASSETTE £9,95 

"Pnmably the most comprehensive 
realtime battle simulation program 
ever written for a home computer it & wtirth every minute/* 
fPersCompToday\ "If you want a complex, challenging strategy game r then this 
is a must. (HomeCompWkty'f Air-to-ground batik 1 *tnu,itatinn as you fly your 
lynx heticoptGi-. Realtime combat, a game can lasi 5 hotm! 4 hkill Ipvffls: .30 
re~deii liable commartd keys. SAVE HI-SCORE TABLE. STICK OR KEYS. iDigMal? 
CASS-ETTE; £B-95 



f \ C D \/ "WirrKiut dfiuhl Ihi- numl ^Irikin^ly nnnfucpcJ parne | J vp 

^ U l\ CRT svvn m uUk< fur Lhf Amstrdd."'{ '. f. LV. . m M m 4)s?th'rtwt ... 
the graphics are beautifully designed to an incredible degree ot detatt. This 
cartoon deta*t extend* throughout ail -Itt, quite different, wrwn*. " 
(POpCompWkiy} "Stunningly sharp, colourful graphics and a truly infuriating 
and fascinating plot CERTAINLY THE BEST CAME YET FOR THE AMSTfiALJ. 
micro Adventurer} SUCK NEEDED. (Virgin) CASSETTE £$tt 



COMBAT LYNX 



FIGHTER PILOT 



-TW ft, YINC IS THE BEST I'VE COME 
ACROSS ... it wins too on graphics 
and instrumentation/' (f^CCames) "The game with the most piayabtiih/ and the 
longest-lasting appeal t have played on the Amstrad . . . months of flying here. " 
LCVCames} r *A superb flight simulation with full instrumentation and marvellous 
moving horizon cockpit views/' i'Computer Choice} STICK Or KEYS t Digital} 
CASSETTE £8.95 



DECATHLON 



Thii dnuble-iided tape has deservedly 
been in> the charts (or ages and now il's on 
I he AmsJrad loo. It i:> jsiunijihing ^aluG-for-money as well as exciting. Compete 
in son diflVnfrii n'elri and track sporling events; good screen display and great 
amiTidtion <:■ s-c-.i. \ \v dthk-U- V.i -m In- s-i <i -■I :■! MU- 1 *;;> minK m siivd, 
world record, qualifying (imp and distances. The crowd are encouraging! A 
i lattic juy&tk-k w^gRler. STICK SEEDED, i Ocean) CASSETTE £8.95 



EMERALD ISLE 



"All you lot out there with twisted minds 
and plenty off time i?n your hands are 
going to love this. '* \An\strad User) 230 beautifully cfrawn locations, p!u* over 
[]f w^ll-wriuen text. 2 fu I li -colour posters iV^t* and clye sheel available, Ao 
astonishing bar^am and $ ^reat ^r^ap hie .idvimture! NO STICK (Level 9) CASSETTE 



STEVE DAVIS SNOOKER 



CDS cFaim lhal 
I heir "true-to- 

life" ball movement is unmatchable. It's certainly better than anylhingelse we've 
seen for any micro. Normal snooker rules. You can reset previous shoS, define 
spin accurately, nominate colour. Infinitely variable speeds. Highest break tank:. 
1 or 2 players. STICK OR KEYS- CDS) CASSETTE £7.% 



(VI I I HI V/ rriVpL a ifofdahle program suite 



. the first 
f ^ttonfclv 

recommend beginners g&t this first. " (PersCtimpNewsj 4 programs on one lape, 
all working with Epson -eompati h\e printers. WORD PROCESSOR; DATABASE: 
SJ»RLArj$lim: CKAPHICS, The perfecl introduction to these classic program;,. 
NO STICK (DalabaseJ CASSETTE £5.95 DISK £9.95 



TASWORD 



"It you have been looking for a word prm rssnr. 
then hok no further ... an excellent program. " 
(Crash? "Explained very clearly, with excellent self-teaching tutorials ... a 
comprehensivi! and v^er-tnendtv package tor both home and professional use 
... highly recommended. r HomeCompWkly} TASWORD is the best word 
processor for your Am s trad. Texi is printed just as it appears on-screen. 
Impressive list of fis^tuiis ^nd helpful manual. TASWORD i.dd<ikh version 
includes NEW mailrm^? fa^lity tor personalizing standard letters and us^ 
larger memory well. NO h I IOC Gasman.! CASSETTE £1^9.> DISK £243$ 



MACHINE CODE TUTORS'"' 

interactive computer teaching package - the best I've come across in any field/' 
(ftopCompWkly) "Well thought-out, aesthetically pleasing and ias far as 1 could 
tell} bug^proor and crashproof ...an excellent idea ( weil-executed. <{ [Computing 
Today) Over 70K of date Loads in 4 parts from 2 cassettes ( with IfSfCirkS and 
eKercfses to leach you complete machine-code. Clear, helpful manual. NO 
STICK [New Genera tionl TWO CASSETTES £14.95 



DARK STAR 



r T"rif^ graphics and stereo sound are spectact/iar 
and convincing ... the whole dctinn is fast, 
smooth and well orchestrated ... A LEADER i\ l SPACE-FLIGHT SIMULATIONS . " 
tAmstrazl User) " fr\ as I may, I can't think of a better arcade game/* 
(PersCompSi?ws} if ir moves, shoot \t\ ii il's square, fly I h rough il. There are 2Sti 
sectors in th^ galaxy and sis skiJI levels. CUSTOMIZE feature Pets you personalize 
I he g*m*. NO S71CK. <Desi|>nDesi^nj CASSETTE £?.« 



MASTERCALC 464 



STRIP POKER 



"Even without the strip feature., this game 
would still be very compulsive . . . the scene 
where the girl removes her dress fs very well done ... the mowments are all 
natural and the cftet t js quite convincing. " (Amstrad Use) A very well arsumaiftd 
game of 5-card draw f][]k^r wish %ome oi the biggesl animated graphics you ha.vu 
ever s^?en. You can rats&. stand, fold, of bel .but you cannol <heal. MINDY, 
modes! Mindy is your oppcin^nt. Be tarelufl of her bluffing. Mind you, she 
doesn't always bluu... VrO STICK- iKni^hisofti CASSETTE £8.95 



"The easiest program of all to 
iw r., the manual is by far the 
(P&pCompWkly} 'There is a professional feel about it which makes it 
stand out from the rest." (PersCompNewsl The perfeel sp reads hee( lor trie 
Amslrad. All m/code. Up to 3,000 re Ik. Or ? detimai places. Variable column 
wicilh. Insert/erase coJumn/row. GRAPH iC RAR CHARTS, Hi -res screen copy with 
Epiton-compalible primers. NO STICK fAmsaftl CASSETTE £24,95 D3SK 



MASTERFILE 



"A real landmark in terms of quality and prit r 
... without question the best .., presentation 
is superb'.., well-written manual makes learning the program very easy' 
{PnpCompWkly} The most flexible, most sophisticated filing system you will tind 
for th# CPC464/h&4, Alt m-'code and now with relational files. NO STICK fAmsoft t 
CASSETTE £2415 DISK £29 95 



VISA 


SPEEDYSOFT 


EUROCARD 


ACC ESS 


01-789 8546 (24 HRS) 


MASTERCARD 



POST TO: SPEEDYSOFT (auiu) 

B7 HOWARD'S LANE, LONDON SW15 6NU, ENGLAND. 

For CATALOGUE ONLY, send £1 cash. Refunded wilh your first order. 
I own an AMSTRAD, I endow a chequcFO payable to Speedysdt 
OR charge my VISA.' ACQ SS/£ U ftOCARD: M ASTE RC ARH 



No. 



n 









1— ^ 



nm 



5sEg nature: 



Expiryfrate 



PI c s ase wri te dearly . S r we ciaii'l rt-ad i I p you wnnl get i I , 
Namt: 
Address: 



?m[code; 
PHONE NO: ifanyJnosedquc a ry 



" Jp o^rdm \ririi : 


Cass-'Disk 


Price 






































PoMa^& Packing UK add 75p per order 

E u rope ADD £1 .Oft per pr 03 ra m 
Oulsi de Europe ADD £1 per prog ra m 

To(alOrd^r 











LISTING 



Moon Base Alpha. 



It is a race against time. The solar flares are coming, You 
are trapped on the moon and must manoeuvre the 
radioactive stores to the safety of the underground bunker. 
Your only hope is to build the radio tower before the second 
flare hits. Unfortunately the radio tower is covered in the 
radioactive cells. To move the cells you command a small 
spaceship, fuel is limited so time has to be spent refilling 



By Martin Adams 

from the tank. The design of the tower is complicated and 
you will need to study the map. 

The program works with either a joystick or keyboard 
controls, Hazards include running into walls and fuel cells 
and an explosion caused by dropping the cells. You only get 
one life so be careful . 
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1 E **************!********** ****! 

20 REN * Hoan Base A L phi * 

31 REfl * by Nartin Adans * 

41 flER * 4 

50 If h * * 

70 REM i * 

90 - 

100 SEP **** initiilitatieiv cold ****** 

Hi ren 

1 1EFINT a-p,r-? 

Oft PIOfrE 1 

141 IN* 0,0:3aRDEIt 0' PAPER 0:lNK 1,24:IN 

K 2,2G:lNfc 3,15 

1 SB LOCATE 1 J, 1 2 : PflINT r, rloon Base ALpha' r 

1b4 FDR i=1 TO 30fOrH|XT i 

17* tin itor*t[10],fiaiet(E10] 

10B rfltks14:s1=1 27:92-1 *l:fl3=?Sl 
191 upj=7?:<li>ynj=rj:l(fti=74!r i SfJitj=7J:l 
if tj=76 

20§ upk-0:dovjnic=2:Uf tSe=B: right k=l : Lift k 
=9 

210 srHBQi. 251, 6fl, 126, 255, 255, 255, 255, 25 

220 SlfNBOL 252,31,61,127,225,127,03,31,0 
?3* STHBH 2-53,255 , 255,255 , 195, 255, 255, 2 

240 SVN6QL 254,24A,252,?54,135,Z54,252,2 
4B,# 

250 SVN&Ol 255,0,0,0,240,240,0,0,0 
270 REM 

2B0 REM ********* play ggain? *********** 
290 ND&E 1:PEN ItMlNt "vguLd you Like t 

0 play tqain <y/nJ*" 

300 EF NOT INKET<46) THEM CALL SBC02r&OR 
PER 1 -PIPER 0;PIN 1 :C*tL |BB03:CLS:E 
Nt> 

510 EF INKEU43) THEN 3li 
320 REN 

310 REN ***** in-st ructions ******* 
Hi REN 

3-50 CLS:PRINI ,F You in a science officer 

and have b e e n ; 
360 Pfl INT : PRE NT "posted tO NOOn Bm # L pK 

3, A large soLar"; 
570 PS INT t PR I NT "f tare eruption if inine 

nt and the-" 
380 PHI NT; PR [NT* 1 si tuition is cHUcat." 
390 t'fiiHriPHiiiT^ v«u »ust finish buUdin 

g the radio" 
400 PRINT :PRIHT"tOi'tf and nave the store 

S eqillpteflt* 
410 P"RI NT : PRINT"' into the banter before t 

he 2nd flare™ 
i2ft PRIWT 1 PRIHT^hi 1 5 , Fl 
4 SO PRINT : PRINT™ ¥ou tan enLy survive t ti 

1 flares in the" 

440 PRINT'PRINT^bynker 90 *eep a uatch 0 

n tJie tvo ita-ge" 
450 PRINT:PftINT"radiaUon alarm," 
4*0 LOCATE 20,23 :PfilNT%oGE LUCK, w 
470 4420 

410 PRINT" Your tantrpls are Blown beloy 

and you can use either joystick or 

cursor keys*" 1 
490 PR I N T : PR I N T " CHRt ( 24?); " to love 

ship left* 11 
500 PfilNTiPftjNT H '>;CHRi<24*>;™ to iov« 

thtp right." 
Itl PRINT:PRI&T " l! ;CHR>(24&);" to no** 

ship up." 

520 PRIHT:PRINT ,p " ; CHR$i 24 1) j " to nove 

ship down ^free fall)." 
530 PRINT : PRINT™ copy/fir* to Operate gr 
abs." 

540 PRlNT:PRlNT' r z to Operate engines.-" 



550 PRirhPRiNT lh d to operate bunter doo 
r." 

560 PRINT-PRINT* p to display plans," 
570 PftiHT:PRINT lh Nota- vfien refueling iui 

tch engines oft." 
580 Eft SUB 4420 
590 REN 

600 REM **** ini tiaLi iatiD". yan ***** 
610 REN 

o20 &IN streen£40,2SJ 
630 score=0:5<oret=0:5Core?=0:5CQrei : =0;c 
Ouftt=2 

d"40 ti*£OUt=&:ytKoy=0:or*fcge=OjaLaridel 
ay-3 

650 engines--1 :upf Lao-&:grab=-1:shipend- 
0;cbjecteicplode l =O routs ide=0 

660 if#l&tity = 0:&bj ve L =0 : bbjectupf L*g = 1 Ed 
bje e ttype=0 :*axve I -3 

d70 ali ve=1:hie-5irand=24:dQne = 0:ctiie = l 
5ftfl;alari~0:doQfEl^iasifue L- 1 00#3 , :f ue 
L-4000 

480 REN 

690 REN ***** scene set up ******* 
700 E LS i 4#60 

710 ft EN 

720 REN **** object set up ***** 

711 obiy-1*:F0R obj**19 TO 25 STEP 2:fiOS 
L'S 22 78 J NEXT objx 

740 *bjy=14iobjx=2B:fittSUB 234#; ah ) x=24 : G 
OSU0- 2340 

750 objy=l7:FDR obj*-t7 To 25 STEP 4:fioS 

UB 234#:NEXT objs 
76i objx=19:objy-15:^SUB 2340 
770 objy-1*!FCJR gbjx-17 TO 25 STEP 2:^0S 

UB 227&:NEXT objX 
7Bfl 0bjy=24:FDR abjx=6 TO 12 STEP 2-&0SU 

B 24£«= NEXT objx 
79fl objy=23:f01l objss=o TO 1 4 STEP 4:fiOSU 

B 2340;NE*T objst 
80fl objy-22:TM a b j jc - 7 TO 15 STEP ?:6QSU 

B 246#:NEXT objsi 
610 objx-U:ob]y=24:S0Si!B 2270 
G?0 objy=l1:ob}K-7;€0SU» 227B:objK=1O:G0 

SUB 2340 

B3ft ebjy-t7:objx=19:G0&UB 2460^bjK a ll:« 
O-SUB 2460;objx-f3:-Dbjy=21:GOSUB 2270 

III abj*-23:objy-1S;GO5u0 Z4AD:«bj x-25 :« 
OSUB 246# 

151 REH 

&60 REfl ***** ship place ****** 
£70 PEM 3sx>?fsy=24s«0SVB 1320 
m REN 

891 REN ***** panel &&t up ***** 
9A0 &DSUB 32&0:&fiSUB SH" 
910 RE^ 

920 REN **** engine and alarn souno set 
up #*** 

930 EVERT £5,1 fiOSUB 2SS0 
940 REN 

95" HEN ***** lain loop ***** 

960 IF NOT 1NKEYC27) THEN 4^0:GOS 

250O1REH plans 
970 COSUB H80ifiEN ship control 
960 IF enoinesM THEN IF grab=l THEN tan 
e=170O-abjepfctype*50O;fuel=fuel-1fl*o 
bjecttype ELSE f tte L=f tie I -5 jtone=1 1B0 
:50SLJfl J170 
P9N IF fueKi THEN fuel-| 
1000 IF fueL^i THEN 1020 
1#10 en^ineS'-llIF X<>37 OR y<>3 THEB GO 
SUB 1 540=«aSUB 3270:3F dant=1 THEN 
ship<nd-^CLS:PRINT"Voi* ran out of 
fueU Mere stranded and'^PRINT^PfllN 
rperished when your tife support s. 
ysteas"iPfiENTjpRIlfT ll f ai Leti/'i&OTO 1 
130 

1020 IF en$ines-H THEN up-tva^a 

1038 IF upf Lag-0 THE* COSL r B l66#iREN ffi 



L chuck 

^040 IF ahipend-T THEN G0SU6 37SO:G0tO 1 
130 

T050 fuelin-g=0 

1060 IF 3<-37 THEN IF y-3 THEN E F engine! 
■-1 THEN fuel! ^-g = 1 :SCSUB 2f50:REH f 
ueL lo^d 

1070 SO SUA 1540: RED panel update 

10S0 ctiie=ctite-1 :IF ctf«>0 THEN 950:1) 

EN Loop feaci 
1090 ye L loy = 0roranfle-03coynt = COMnt-1 
1110 FOR i = l TO 20 l INK 0,24: FOR j-1 TO 2 

00:HEXT j = INK 0,0 : NEXT 1 
1110 GOJU& 3S20 

1120 If sliipend=0 XHfy count>i THEN ctii 

e=1500:&OTrj 95B 
1130 GOS_E 446&:fCR i=1 TO S0O& ■ NEXT i 
1140 GOS-JB 34fl-0:GOSUB 3310:REN caLculate 

I display scores 
1150 ERASE screen 
1160 GOTO 2S0:REfl play Again? 
1171 REN 

11SB REN *i*** ship tontrol ***** 
1190 IF engin«s=-1 THE* 12*0 
120B if NOT INKEr<upj> OR NOT INKET{up|) 
THEN vtlocit>=0:IF upflag-0 THEN u 

pf iag=1;RETURH ELSE ti rec ti on=1 ;SOS 

UB 1401-GQTD 1260 
1211 IF NOT INKET(d0Unj> DR HOT I NKET ( do 

unk) THEN upf lacj=Otdire ction=2jIF g 

rab=-1 THEN 40SUB 1400 : R E TURN ELSE 

RETURN 

1?2i IF NOT INKEfUeftj) OR KOI JfiKEYCLe 
ftk) THEN velocity-0:uoflag=1:direc 
tion-3;605UO H00:SOTO 1280 

1230 IF NOT INKmrightj) OR NOT INKEVl r 
i^htk) THEN ueLoci ty=f tupflag-1 :dir 
ec:iD'-: = i:GOS JB :^«a :&OTC 12S0 

1241 IF NOT INKEYC713 AKb fuel>0 THEN e 
ngine5=engiF\es*-1 iGOSUfi 4380 - R E TURN 

1250 IF (NOT INKETdiftj) OR NOT IUKEY C L 
i f t k J > A N Eh ?tfe*rt[^ y y^1J>0 AND sere 
en[x > yH]<4 THEN g rat=g nb*^1 JObj ec 
t type-screen [x^y+1 ] :obj x=x :obj y=yM 
:60SUB mO:RETtifiN 

1260 IF NOT INEEYC61) THEN GOSUB 3960:RE 
TURN 

1271 flETURN 

1280 IF Orab = -1 THEN NET U H N 

1290 IF direction<>2 THEN obj vel-0:GO5UB 

1911: RETURN 
1301 SO SUB 1940: RETURN 
1310 SEN 

1320 REN **** ship dr»y ***** 

1350 LOCATE )M,y:P&INT CHfi(<252 3*CHRtf2 

1340 RETURN 
1350 REN 

1360 REN it**- ship delete ***** 
1370 LOCATE Ji- 1 ,y jPR 3 NT 1 lr ; 
13&0 RETURN 
1391 REN 

1401 REN ***** ship at^e ****** 
Hit PEN 3:&0SUB t360 

1420 ON dl ration EOTO 1430^ t450 / 1470- / 14 
90 

1430 [F screent»"1 f y-1]>0 DR scrttn [x^y- 

1 3>B 0« scr«n[)r+1^-13>l THEN 1520 
1440 y-y-1:fi&T0 1510 

1450 IF screen£x-1 ,yti]>0 oh screen lx ^y+ 
1]>0 OR screentxf1,y+1]>0 THEN 1520 
1460 y-y*1:60TO 1510 
1470 IF screents-Z r y]>0 THEN 1&20 
1480 k=x-1j@0TO T510 
1490 IF s.£reenEsc*2,y!l>& TOEN 1520 
1501 sf=xf1 

1510 13^0:RETuRN 
1520 shipend=1:RETUR:N 
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Thinking software . 

. . . -think Tasman 



TASPRINT 464 The Style Writer 



A must fordot- matrix printer owners! Print varying from the futuristic D ATA-R U N to the 

your program output and listings in s choice of hand-writing style of PALACE SCRIPT, 

five impressive print sty Ibs. TAS PRINT 464 TASPR INT 464 drives the dot-matrix 

utilises the graphics capabilities of dot-matrix printers listed below and can be used to print 

printers to form , with a double passofthe AMSWQR D/TASWD RD 464 text files, 

printhead. output in a range of five fonts TAS PRI NT 464 gives your output ori gina lity 

Five impressive print styles for your use end style. 



COMPACT A - bold and heavy r 9<>od for emphasis 

flflTfl-RULI R FUTURISTIC SCftJPT 

LEl'TURrl - clean and pleasing to read 

serious busines s-like script 

Pa£a.c£ Script ~ a d^UAlnc^tlwiL. .ffow-jL-n^ io-nt 




Typica . Tasprin t output. Please note that different makes of printer produce different sized output. 



TASCOPY 464 The Screen Copier 



A suite of fast machine code screen copy 
software for the CPC 464. Print high- 
resolution screen copies in black and white 
and also large 'shaded' copies with different 
dot densities for the various screen colours. 

TASCOPY 464 also produces "postersize" 



TASPRINT 464 and TASCOPY 464 drive 
the fallowing dot-matrix printers: 



screen copies printed onto two or four sheets 

which can be cut and joined to make the 

poster. 



TASWORD 464-0 

The Word Processor with mail merge! 



This is the new Tasword especially 
developed to utilise the capabilities of the 
CPC 464 disc drives. The additional facilities 
include a larger text file size and automati c on- 
screen disc directories during save and load 
operations. A major new feature is the mail 
merge facility. This gives multiple prints of 
your standard letters, forms etc., with each 
copy containing, for example, a name and 
address automatically taken from a disc file 
containing the data. This data can he entered 
using Tasword 464-D, or created using the 
Masterfile Program Extension package. A 
powerful and useful conditional printing 
facility is included - parts of a document can 
be printed according to user-specified 
criteria. Tasword 464-D will only run on, and 
is only supplied on, disc. 



TASWORD 464-D 



Gis: £24.95 



TASCOPY 464 ft 
The Screen Copier 



^£9.90 



TASWORD UPGRADES: Tasword 464 and 



TASWORD 464 The Word Processor 



"77iene is no better justification for buying a 464 Jrtai 
thisprogram" roinjLtfa^iiw«e*LY.i^iuttfii9$4 

Your 464 becomes a professional standard word 
processor w th Tasiwird 464. Supplied complete with a 



AMSTflAD DMP 1 
EPSON FX-8D 
EPSON RX-B 0 
EPSON MX-BO TYPE HI 
NECPOB023B-N 



MANNESMAN N 

TALLY MT-BC 
STAR DM P 501/515 
BROTHER HR5 
SHINWA CP-BO 
COSMOS-BO 
□ATAC PANTHER 
DATAC PANTHER 



Amsword Dwne-s; send your original cassette comprehensive maf1ual ^ 3 cassette which contain 



or disc (not the packaging} as proof of 
purchase and £1 3.90. Your original will be 
returned together with Tasword 464-D 
on disc. 



both die program and TASWORD 464 TUTOR. The 
teaches you word processing using TASWORD 4S4. 
Whether you have serious applications or simply want to 
learn about word processing, TASWORD 464 and the 
TUTOR make rt easy ant ewyablE. 



TASWORD 464 



cassette £13.95 



l 

O 





Available from good software stockists and direct from: 




c 



I50PTWAREI 



Springfield House, Hyde Terrace, Leeds LS2 9LN, Tel: {0532) 438301 



\ 



If you r>i ret rtant to cut the magaane ;usl write ytW" enter nd 
postTjo: 

TASMAM SOFTWflE, dept. CPC, Spnngted house 
HYdeTer™,LeafcLS?9LN 

I enclose i chsqpE'P.O. made payable to Tssmm Software Ltd, 
DR charge rny 

ADDESSMSA runiber 

MAME 



ITEM 



p- r E 



TOTAL £ 



i 

L 



Send me the tree Taffnanbradiure descnljfig 
your prodjcis tor tne Amstrad CPC 46£ 



^xlchere 




VfSA 



□ 



J 





1530 ren 

1540 REN ****** panel update ****** 
1550 PEN 1 

1560 IF futLing=0 T ^ EN G&5U6 3040:SEH fu 

el gauge emptying 
1 570 L^-C AT E f 7,1: IF enginti»l THEN PRINT 

CKR{{143); EL&£ PRINT* w ; 
1580 LOCATE 2-5^.1 s I F grahM THEN PftlNT CH 

ft*(14J); ELSE PRINT" "; 
1590 IF ctiie-99 THEN yellu*r=1 
1600 IF «ti«««tf them yeLUir=fls«wge=1 
1610 LOCATE SSil 

1620 IF ttiae<50 THEN PEN 3:PRIHT CHRSU 

43);:GOTO 164* 
1630 IF ctlne<1 EB THEN PE4 1:FRIHT tHRSC 

143); ELSE. PRINT* 
1640 RETURN 
1650 REN 

1660 REN ****** ship fa L I ****** 
1670 PEN JrlF grab=1 THEN 1700 
1680 IF scr*enCx a 1,y+1]>0 Oft scr#*n[x,y+ 
13>0 OR tcfetnCi*1 J ,y+f]>0 THEN IF M 
elocity>MXvel THEN 1790 ELSE RETUA 
H 

1690 ggsuh t36B:y=y+t!HHVB 1320:velocft 

y>ve Loc i ty*1:fi€TUKN 
1700 ON objetttysa SOTO 1? 1 H^.1T»,1 
1710 IF s.crefnEx-1,y*1]*l OR acreentx # y+ 

2]>0 on scmft[x+l,y+lJ>B THIN If u 

eloeity>iaxv€l THEN 1790 ELSE RETUfi 

H 

17Z0 &0SUB T36l;y-y4l:GOSUB 1JZfl:velflcis 

Jy=otojy+1 

1730 IF ^i>j*Ctt^^e=1 THEN GQSUB 2270 ELS 

E SIJSUS 2460 
1744 RETURN 

1751 IF screenCs-l ,y*2]>0 OR screentx,y* 
23>1 ON S£r€en[sM,y*2]*0 THEN IF v 
eLoci ty>BdKM*L " HE *1 1790 ELSE RETUR 
N 

1760 13o0-y=y*1:GOSUB 132ff:velocit 

y H tf#ia£!t^+1 
1771 FOR i=objK-T TO obj x* 1 : s c rtantt ,&b j 

y]-#:NE)tr i 
17B0 dbj^qbjY+lfHSUB 2350:RETURN 
1790 shipendM: RETURN 
1890 REN 

1B10 REM ***** explosion ***** 

1620- PEN 3:engines=-1 

IftSfl IF xe<4 THEN *e=4 

1*40 IF ne^J? THEN Xfl=37 

1*50 fAH i = 1 TD J^FOH j -ye- 1 TO ye*1 

1160 LOCATE Jta-3,j:PRINT SPACER); 

1870 FOR if-1 TO 100: NEXT d 

1880 SOUND 1,20^,5,15, 0,0, 15 

1890 LOCATE Me-^NMT' 1 . !;!;:,"; 

'900 ttEXT i : NEKT i 

I91fl FOR j=ye-1 TO ye*1 

1920 LOCATE xe-J,j:PRIKT SPACEiC ?J; 

1930 screfln[jfe'5 J j]"0LScretfi[){e-2 # j]-8:s 
crtenCxfl , j]=0:screenE x*,]J=f s&ere 
tnTx**1, j]-0: screen [xt*2, r*e 
nLie+3 r j]=0 

1940 NElfT j 

1950 *nflin§5--1 :yel k-Y=0;Dra--ge=0 
1*61 RETURN 
1*71 REN 

1980 E n **** object aave **** 
1990 IF Qbje£ttyp#*3 THEN PEN 3 ELSE PEW 
2 

2000 QN Dbjccttype SOTO 20 1 0,2100,201 0 
2010 GO&U& 231i;OK direction GOTO 2020,2 
030,2150,206* 

2020 Qbjy-Qbjy-1:60T0 2040 
20J0 Qbiy=objy+1 

20i| if Object THEN GDSiiB 2270: RET 
URN tUf SOSUB ?468;RETUltN 



205ft ah jK=4h] Ji-f i 60Tft 2070 
20*0 objx-objx*! 

2071 LOCITE abjx,abjy S IF ^bj et t typ^= 1 TK 
EN PRINT CttRSljtfJ; ELSE PAINT CHRS* 

935; 

2080 ]F screenE&bj^tfb jy]>0 THEN stipend 
-1 

209A screen [obix,objy]=objtet type: AETUR.H 
21flt SO SUB 2410: &N direction GOTO 2110,2 

T2f, 2130,2140 
2110 Qhjy=ohjy-1!SOTO 2150 
IJ20 ohjy-abjy+1:G0Tft 2150 
21S0 Qbjn-objx-1 : JF reen[abjx-1,objy]> 

0 THEN shipend=liG0TO 215-0 ELSE 215 

0 

2140 ab jn-pb j m+ 1 5 1 F gqreen[ubjx*1 jobiy3> 

0 THEN Shi pend-T 
£150 SO SUB 2350:RETURN 
2160 REH 

2170 NEB ***** abject Ull ***** 

2180 PEM 2:0N objecitypc GOTO 2190,2230, 

im 

21*0 IF o-b j vel>iajrvel A&D screen[ob jx,ob 

jy+13>fl THEN 2250 
?2&0 IF scre*rt[gbja,ubjy+13>0 THEN RETUR 

N ELSE GOSUB 2310 
2210 ob jy=ob jy+1 : 1 F obj«mype=1 THEJf SO 

SUB 2270 ELSE EOSUB 2460 
2220 abjt(L=4bjweL+t:RETU(EN 
?230 IF scf wnCohyn-l ,ebjy*-1 3>fl Ofl 5cr*e 

nCa-b jx,objyf 1]>0 -uJ! str«en[dbj x^l ,a 

bjy*1]>0 THEM If obj vei>iixve L THEN 
2250 ELSE RETURN 
2240 tQSUB 2410:objy=objy+1rSO£U0 2550:o 

bjve I -flbive 1+1: RETURN 
2250 SOUND 1,20fl i 100 J ,1J,0,i # 15:xe-olsjx:y 

e=abjy:fiOsu& iai0ishipend=1tdbj«te 

xplode=T:RETUIIN 
226H REH 

227fl REH ***** object 1 dr^v **** 

228B PEN 2:L0-CATE Qhj^,abjy:PRINT CHS(g 

:scret ntobj x^obj y]»t 
2290 RETURN 
2301 HEN 

2310 ftCN ***** objtct 1 & 3 delete 
2320 L&CATE dbjJi ,oh jytP-RlHT 11 ";:scr?ent© 
bjxjpobjyJ*! 

2350 RETURN 
23*0 REM 

2350 REH **** object 2 drau ******* 
2560 PEN 2:L0CJLTE objx-1 ^eb j y : PRINT CHffS 

f127HCHfl*<233)+CHR*(12?>; 
2370 FOR io=flb}i-1 T§ gbh+1 '* s c reen [i o,o 

bjy]=rock:NES(T io 
2110 screentobj x # ob>y]=2 
2390 RETURN 
2400 REN 

2-410 REN tttm object ? delete ***** 
HZH LOCATE *bix-1,*bjy?PR!NT SPACESB3; 
2430 fOft i=objt-1 TO objx#1isCf eenCi^b j 

y]=0:NEXT i 
2441 RETURN 
iU50 REN 

2460 REN **+* pbjett 5 dr&*f *t**r 

2470 HH 3 : LOCAT E obj x ,objy] PRINT CHRS(-g 

3);:5creenCobjsf,<>bjy]-3 
24B0 HEtURH 
24*0 DEN 

2500 REN ***#* display plans **** 

?510 CLSS60SUB 4060:P£N 2 

2"52& LOCATE 6,24:PRlNT tMtlqi)*" "tCHD 

S(^)- 1- 1 -i THFIS t g2 :■ ; 
2530 LOCATE 6,23:PftlNT CHfii S127^CNRM23 

3) + CHRH 1273 *CKR(<fl2 ) tCHUS C 127 )*CHD 

i{253)KHRS(127); 
2340 FOft j=22 TO * STEP -2 
2350 LOCATE 9,j:PRINT CttHt( s 2); 
2560 LOCATE ePRINT CHR$f 1 27)+CHRJ(2 



33)#£H(ll(127>; 
2570 NEXT J 

25S0 LOCATE 20,1&iPRINT CHRK 1 27 )+t HR 3 ( ? 

J.3J*CHII(1271; 
2590 PEN I 

2600 FOR 1=20 TO 23 STEP Z:LQCATE i,24:P 

HINT CHRt(g3); iKEIT i 
261B LOCATE ZB,Z3:PRMT CHftSCg33; 
2620 LOCATE 2fl J 13:PRINT CHRS f Z5Z> + CURS < Z 

Wit PEM 1 

264fl LOCATE 30,22:PRlNT lh 
265fl LOCATE 1 , 1 : PRI NT'pf es s space bar to 
continue" 

2640 LOCATE 20^4: PRINT"? UEL BASE 

2670 LOCATE 21,22 S PRINT" BUNKER Ir ; 
26B# LOCATE 29^23 : PFtINT ,F "--STOHES™; 

26*0 LOCATE 11,11 :PRINT' r TONER"; 

2700 IF INKETC47) THEN 2700 
2710 GOSUR 274i 
27?0 RETURN 
2750 REN 

27i+# RE* ***** rest-f^tt screen ****** 
2750 CLS:S05tte 4060:REN scene set up 
2761 GOSUB 3200; REN pincl set up 
2T70 GD5UB 1540:REK pantt il.ipJLi) 1 
?7A0 FOfl i=1 TO ^0:FOR }=2 TO 25 
27*0 OM screenti^j] EOTO 2810,2820, ?A30 
2400 GOTO 2«40 

2610 PEN 2 i LOCATE i , j : PR 3 NT ClHiS£g2); :Gu 
TO 2840 

?A20 DSit=ob>x:oyt-ohjy td-bji-i 3 pb j y- j ; (3 0 S- 

US 235-0'Obj3s = QXl :ub jy-:r- -GOTC 
2530 PEN 3:L0CATE i ,j :PRlNT CHHt^3>; 
2840 NEXT j:NEXT i 
2850 PEN 5;GQSUB 1321 
2Sfi0 RETURN 
2^70 REH 

2880 REH *** engine sound sub ****** 
2390 IF en^ines-t THEN SOUHft 2 / tone,50,4 
2900 IF ycUou-0 AND ^ranfe=0 THEN RETUR 
N 

2910 IF aUndeUy>0 then *tarndeliy-aU 
nde(ay-1 : RE TURN ELSE aLarideL?y = 5 

2920 IF yeUow-1 THEN SOUNA 4,400, S0 y 12: 
SOUND 4^00,51,12 ELSE SOUND 4,200, 
50,13:£dUN9 4,100,50,12 

2930 RETUHN 

2940 REN 

2950 REN ***** refueling ***** 

2960 IF fgeUuxfuel THEN f uel -i ue L*10| 

ELSE iMJNfi 1,150^5,13 
2970 G05UB 5000 
2980 RETURN 
29*0 REH 

3000 REH **** fuel gauge filling ***** 
30T0 PEN 1:LOCATE 7 # 1:PRINT S TRI Nftt( INT < 

fueL*S/iaifyen,CHRI(1541); 
3020 RETURN 
^030 REH 

3040 REH **** fuet gauge frupeying ***** 

5&50 PEN 1: LOCATE 7 / 1 

30-60 If fuel=0 THEN PRINT SPACEfC5 ) ; : GOT 

o iiSf 

3070 ON fu« L/ia^uel*10 GUTQ 30^0,3090,5 
100,3110,3U0,J 4 -50^U0,3150,316B,3 
170 

3011 PRINT CHt*(Z5S)tSPACE)(4);iWT0 S-1S 
0 

3090 PRINT CHSif154)+SP*CEI(4);rfi0T0 |!| 
0 

3100 PRINT tHfitM54> + CHRSS7^> + SPACEt(3) 

;:S0T0 31S0 
3^10 PRINT STRlNGl(2,CHHt(154>)iSPACE$(3 

);:G0TO 3180 
312& PRINT STRINUC2,CHR*SlS4n + CHRS(255 

)^PACE4(2);:50T0 5180 
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3130 PAINT STRINGi(3,r.tiESU54>> + SPACEM2 

5140 PHJNT 5TtINGS(3,CNR3MJ4>)4CHRm55 
M$PACE*O);:G0T0 3180 

3150 NlNT 5TIIING((4,CHRt(154))4SPHCE$t1 
>; 2 eoro 3130 

3160 NUN? £TSINGit4,CHRS£154n+CHRi.(255 

J;:GOTO 3180 
3170 PR E NT STR[NGI(5 f CHftS(15433j 
316B RETURN 
3190 REN 

3200 REM ***** panel set up ***** 
3Z10 PEN ^^^DCATE 2^1 : PftINT"f UEL"; 
3?2# LOCATE 1 5, 1 iPR | NT 11 EUS"; 
3^30 LOCATE 19,1:PRlNr'6RABS"; 
3240 LOCATE 27,1 r PR 1 NT 11 A LA R H ,r ; 
3?50 RETURN 
3260 REP 

3270 REN *** stranded deUy **** 

3230 IF t?nestrand>0 THEN ti«estrind=tii 

estrafid-1 ELSE done«1 
3290 RETURN 
3500 DEN 

33H REN ***** dispta/ scares ******** 
3320 CLS:CALL SBB03 

3330 INPUT "what 1? your naie ";raieS:na 

■eS-LEFT*(niieI,9>:CLS 
3340 FOR i = lfl TO 1 STEP -1 

3151 IF scgretti] > scare f MEN NEXT i :«g 
TO 3410 

3160 FOR j*i TO 1 STEP -1 
^70 tflipscore-5toret[i]:teipnaieI=rii»eE 
$Cj] 

3380 BcgretCj]=score:naietS[f]=nai^i 
3390 stnrE-teipscore^nanel- tenpnauel 
3400 NEXT j 

3*10 PR [NT" riaie IB SNcES<7); ,l s«flre ll ;PRINT 

3420 FOR i - 1 B 10 i STEP -1 

341|i PRINT ri ,p ;n«etl£i],*coretEi] 

3440 NE&T 1 

3430 GOSUfl 44?* 

3460 RETURN 

3470 REN 

l|tl REN ******* scoring ********* 
3A90 PEN 1 :FOR i=l9 TO 29:fOR j=21 TO 24 
1500 IF screen[i ,j]=3 THEN score=sc&re 4 1 
0 

3510 NEXT ];HEXT i 

3520 C LS : PRINT" For aq-ving stores you SCO 

red ";score^PRINT 
3530 FOR \H TO 12 STEP 5 
3540 IF screenti,?4]=1 THEN store2=store 

2*2 
3550 NEXT 1 

3560 If Etore2<6 THEN score.1 = score2:G0Tfl 
3470' ELSE S CO Tf 1 = S ca re1 *s core 2 : SCO 

3570 FDR TO 10 STEP 4 

35M If 5iree^[i ,23]=14 AND scrEen[i*1^ 

53=1 AND screenEi +2,23]=14 THEN sco 

re2-scpre?+6 
3590 NEST i 

3600 score1-starEl^score2:lF ?coreZ<1Z T 

HEN 3470 ELSE scaref=1 
36-10 IF screen[9 y 2J]=1 THEN score1=*Cgre 

1*2 ELSE 3670 
3620 IF $coref=0 THEN 3670 
3630 FOR }*22 TQ I STEP -2 
3640 IF gcreent?,j]=l THEN storel = s carel 

♦I ELSE 3670 
3650 IF 9cre.er.GS, jMl=U AND screenl^j- 

tW AND screehC10,i-11-l4 THEN SCO 

re1=score1+6 ELSE 3670 
3660 NEXT j 

5*70 score=score*seorel 

36S0 P H 1 N T " Fo r ygrk of* tower you scored 

H ;score1 : PRINT 
3*90 IF scpr fl 1=34 THEN PRINT"For finisni 



ng tone*- you stored 3flfl" : PRIltT : s-ca 

re-score+100 
3700 IF Shipend=1 THEN PRlNT"Far destroy 

i rig ship ygu stored 0" ELSE score= 

SCOre*100:iPRJNT"fflr sawing ship you 
scored"jSPACES£6>; ,B 10& 11 
3711 Pfi INT : PR INT £ PR I NT"irour totil score 

1S M ;5PACIIU?);score 
37?0 GOSUB 4421 
3750 RETURN 
3740 REN 

3750 REN ******* ship destroyed ****** 
37*fl xe"X:ye=^:GQSUB 1Sl#:G0Su& 4460:CL£ 
:PEN 1 

1770 [F *"uel-§ THEN PRINT" Tour ship ran 
ouf of fuel and t hen" : PR | NT r PRIltT'" 
erasheoV^RETURN 

57(0 IF ohjecteiplodeM THE* PRINT"Tou 4 
ropped an object, it exploded and™ : 
PHlNT;Pl)[NT"the radiation destrg-yetf 
your shid P ":RETUflN 

3790 PRINT'TGU crashed ypgr ship.." 

3800 RETURN 

3810 REN 

3B20 REfl ****** ship safe ****** 

3&30 PEN f : If x<19 OE i>23 OR y<21 THEN 

outside=1 :CQTO Sffl 
1S40 FDR i=1T TO 30 

5150 [F screen[j jr 20]<rock OR scre«nti,25 

3<rgcfc THEN 3910 
3S40 NE3CT i 
3870 FOfl j=20 TO 2* 

3380 IF scrt*nIir,j]<rQcfc flt screen[30o 

3<roek THEN 3910 
3390 NEXT j 

3900 IF cowit-0 THEN C LS : PRlNT"Concra till 
ations your ship survived the":PRIH* 
T:PRINT r "soLar f lares. ":RETURN ELSE 
RETURN 

3910 shfpend=1:*e=5t:ye=y°:S0Sua 1810:CLS: 
PEN 1 

3920 IF outsf4«=1 THEN PR TNT "Tour ship 
was caught outside the bunker r, ;PR]N 
T :PR lNT ,r when the solar flare occurr 
ed and so uas":PRI NT "destroyed." :RE 
TURN 

3930 PRlN' ir The bunker door *as open uhen 
the solar"EPR3NT:PRiNT p, f tare occur 

red and so four *hip wis H rPIHNT:PRI 

NT"destroyed." 
3940 RETURN 
3950 HEN 

3960 £EN ***** dOOr ****** 

3970 If :oor=1 TilEN ^000 

39fi0 IF y<22 OR y>21 OR x^29 OR i>31 THf 

N IF 3cce^[30,22]=0 AND SL-ccnll*, 

251-0 THEN 4000 
3990 RETURN 

4O00 G0SU& 43fi0:door=door*-1 

4010 IF door=1 THEN f i H s= 1 4 Jl f U La=14 E 

4020 screenC50,22]=f UL*SSereent»,2J]-t 
i Lla 

4030 PEN 1 : LOCATE 30 jr 2?rPR] NT CHRtmtLs 

>; : LOCUTE 30^3:PRINT CHRf <f i L Le-I; 
4040 RETURN 
4050 REN 

i060 REN ***** scene set up ******* 
4070 PEN 1 

4080 FOR i-1 TO 40:screenCi ,1]-rocktscre 

inn,?n=^oclc:LOCATE i,2S;PRINT CHR 

S(gl); :NEXT i 
40V0 FOR i=15 TO 2$?screen[1,j]=rock:lOC 

ATE 1 > j : PRINT tHfit (jl ) ; : NEJST j 
4100 FOR i=2 TO 25 : s c ree^.E 1 ]- rock : sere 

en[40,1]«rock:LOCATE 40^;|PRIJ(T CHR 

S<flT3;:NEXT i 
4110 FOft i=3* TO 39; FOR j-2 TO 15:screfln 



[i n j)*roc k : LOCATE i , j -PRINT CHRXgl 

U 'NEXT j:NEH i 
41Z0 fOH i=?7 TO 32:fflfl j=6 TO 20!Screer 

Ci ,j]=ro*l:LOCATE i ^ j :Pfi ENT CHRi(^T 

> ; ^ NEXT j ; NEXT i 
4T30 FOR j-1fi 10 16: LOCATE 32,j:PfilNT CM 

HS(3?>; :screen[32,j]-3:NEK'T j 
4140 LOCATE 33^1 9 : PRINT CMfillgl HCHRt(g1 

)*CHRS(fl1);i$creenC33,1P]-rock:«cre 

enC34^l9]=rock:streen[35^19J=rocl:s 

crfen[50 / 22]-l:screen£30,23]=0 
4150 fOft ]■« TO 24 3 LOCATE ^j^PRINT CHR* 

Cgl); :screen[2 # j]=rock[N|XT j 
4160 LOCATE t6,24:PRINT CHRJ ( g 1 screen 

T16^4]=rock 
4170 FOR j=19 TO 24: LOCATE 17, j : PRINT CH 

frS!Cj1>; :icreenC17,j]=rock:*EXT j 
4130 LOCATE 17,1S:PRINT [ HRl C??5);:scree 

n-Cir.lSJsrock 
4190 FOft i=18 TO !o:L0CATE i,20:PRINT CH 

Rligl ); :sereep[i # 203=rock -NEXT i 
4200 LOCATE 1o,21;PRINT CNR(<ZZ0) ;i S£r eE 

nE10 f 21]=rock 
4210 LOCATE lS,19rPKINT CHRl (223);:scre« 

nll3^19J=rock 
kiH LOCATE 26,19:PRINT CHRS(222>j : scree 

n[26 y 193=r D ck 
4J30 LOCATE T5/?^; PfilH'T CHR*< 222); : scree 

n[15,?4]=roct 
4240 LOCATE 16^3:PRINT C HR1 ( ?^2 ); : sc ree 

piM4,23]-rotic 
4250 LOCATE 1 6^2* : PRINT CJfflt ( ??3 ) ; ! sc ree 

n[1fi,24]=r*ck 
4260 LOCATE 30,21iPRlNT CHRS Eg I ) ; : g c reen 

C30^21]=rock 
4270 1DCBTE ?9,21:PRINT CHRS( U 1); : st ree 

nE?9,21]=rock 
4240 LOCATE Z9,24rPRJNT CHRi(222) j j scree 

nE29,24]=rock 
4290 LOCATE 30 jP 24^PRINT CHR$(g1 ) ; ;sc reep 

t30 y 24]=rock 
4300 LOCATE ^2JrPR|NT CHR$<1 43^ : LOCAT E 
9,2S:PRJNT CHRt£145)j 'LOCATE 1?,2S 

:PR1NT CHRS(143); 
4310 IF o J oor=1 THEN PEN 1 tdoor=-f : 

3960 
4320 PEN 3 

4330 FOR l =36 TO 39JL0CATE i.SiPRINr 1 ■; 

:screenEi ^3]=0iNEXT i 
4340 LOCATE 56 J 4:PfINT CHRt C 143) *CHRS -f 23 

4350 FOR TO 5&5 screenCi,43=l5:R£XT 
i:screen [37^4] =1 2 i LOCATE 39,4;PR[fc 
T ,r ";:screen[39,4]=12 

43^0 RETURN 

*37fl PEP 

43^0 REN ******* delay ******* 

4^0 FOR del=l TO Si:HEH del: SOUND 1,20 

0,10,13 
4400 RETURN 
4410 REN 

4420 REN **** space bar **** 

4430 LOCATE 1*Z5:PRIII7"Pr«s space bar t 

: :o-Tin,jfi" 
4440 If Id*E¥(47) THEN 4440 ELSE CLS:RIT 

URN 
4450 HE N 

^460 REN ***** shgt doun ***** 
4470 engi^es=-1:yel Lou=0 roran^e-0 
4481 HETUHN 



ACU 
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'5U PER PO WE R' StDf WAYS RDMC ARD FOR 
THE AMSTRAD 
Thi-> uii<l floens up o whole new field oF 
pG^ondl computing, previously only available 
to owneri of the B&C Micro ond 0 1 href top of 
the range computer 5. 
Rom based software is inslan tly available hum 
ino keyboard <md being written in machine 

cocfce is very £ Q &t in opflroifon. 
The SUPERPOWER SIDEWAYS ROMCARD 

(Ref AlOl} has me following Features 
Mokhmg Case, with easily detachable cover 

Fih snugly to reor of computer. 
Bus exiension For f ittin-Q cA D^sk Interface or 
orher units. Houses up to 7 foreground 
Of background ftoms - on y mi* or BK and 16K 



f Simple seleclion af program* from Keyboard - ^ 
<BAR> Mail aic. Nooddilionol pOv*e' SuppEy 
necessary. AddilionaJ cords can be 
daisy chained For further capacity. 
HIGH QUALITY BLANK EPRQrVLS AVAILABLE. 
These are 200 nanosecond devices, she iptjed 
recommended by AM SOFT. 
SK Eprom £7.95 iRef A104-. 16K CI 1.95 [ft*f A105). 
UhJrQUF INTRODUCTORY OFFER 
UriH^ 30lh June tne SUPERPOWER ROMCARD 

will only be ovaile ole py Mad Ordei We ore 
qmnui :.:wr.jy fi 16K Eprom worth ovfi £1Q* with 
□II orders received by rnal dare. Moreover., th^s 
wi^l contain a f REE copy of Micro Powers highly 
acclaimed 'GriouFs' program 1o demon stnale 
i rhe instant nature of Rom based Software * 




SUPERPOWER' ROM EASED SOFTWARE 
A complete range of Rom based piCKjrnrns ii 
under development, releases being planned Ot 

the rate 0-f No per monih, slarting in June 
Available from June Ht ore the Moiling listvClub 
Membership program plus the Disk Users 

Utilities Rom. 
Lqler releases will intrude Word Processor, 
Spreadsheet, Dalabase orid Grophi^s/Pf mler 
routiners packages - with dala inlerrhange 
kjdktWJ - PLUS an Enhanced Basit/Toolkil 
L>i<j>j!orri onrf fi Mnchine Code Moniloi 




SUPERPOWER' MAILING LIST [AND CLUB 

MEMBERSHIP PROGRAM RE? AID? 
The program handles? very larae lists of names 
and addresses cm a selective basis, ads as n 
simple Database, and is particularly suiiabie f Oi 
Club jMe^nbership records. The main features 
ore as follows:- Each Record can contain gp to 

19 fields, Jhow io appear on tabels being 
user selected . variably length fields art- used to 
optimise memory and disk spate, 
In practice, appro* imaFely 2000 records 
conlaining name and address, and two nan 
label Fiuk^ cari be held on one skJe of o disk. 
Multiple doubhf- sidad disks one Catered for. Each 
record can have up to 2Q classification indicators, 

When ysed as Membership List 1 ? can be 
t nominated for monlhly Subscription reminder* 



r A screen repoH gives taeukdown ^ 

by caiegories, Printing options include Labf I! fields 

only, and Total Record in-eluding classification. 
Label can be oF two standard sizes or user deFined 
PiocjEum works with any parallel printer 
Alphabetical Order is dfcalt with on Entry. User 
choice of iCeyword e.g. 'J' ohn or ""S" mitti. 
Fhe Name- field can be searched Far she first 
pari or the whola of o keyword The whole file ! 
can aJso be searched for any sti ;ncj " litre i;. 
sophisticated Nne and character editing, including 
change or keyword Function Keys con be deFmed 
ro give single key entry of commonly ^sed spring 

e.3. 'Membership Noi'fn fcrirry mrj<it rjri 
Oulomaticolly incrementing number is available. 
Foreground and Background colours can be 
C seleded. ^ 




SUPER POWER DISK USER'S OOOC 
UTIL ITIES ROM | Ref Al 0-3; £ O Y.jO 



EDIT ■■ displays the ctirrent buffer Dala 
displayed is BuifFer Address. Hexadecimal 
representation of each byte and ASCJI 
representaiian of eoch byle 
Dependincj on mode selected, display is oF 
12 Or 24 lines of 8 or )6 bytes. 
- modification of Hex numbefi, changing ihe 
ASCII atiromalkrilly and vice versa. 
• comprehensive cursor controls for easy 
edhing. 

FIND ■ cors geofch a sector or 1otal Mle for an 

ASCII string. 
W R I T E writes a seclo* previously ■ eod by 
READ of FiLE LOAD. 




'SUPERPOWER 5 DISK USER S UTILITIES ROW 

;ref A103; 

This program aHows detailed inspection and 
modification of inf ormation neld on disk, It a o4 

parlicular vie in ihe recovery o* daki from 
corrupted disks. Individual sectors can be read 
from ond written to. Alf dala can be output lo 
ffie screen andtor printer. The program also 
tonl'atns a number af Functions, of ^se to the 
assembFy lar>guot|e programmer, 
Main Functions, 
FILflOAD - loads Fir*! sector hta buffer on-d 
remoEndeB 1 imo Fneertory For fust access loler. 
RE : AD - n&ods a s« lor into the buffer or>d 
enters Edit Mode. 
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Writing Adventures 




What I have been trying to give you over the last 
three issues is the core of an operating system for an 
adventure game. Part 1 described how to map out 
'your' adventure game's locations and how to add 
objects to this world and so create the beginnings of the 
puzzles so very necessary to an adventure. 

Part 3, last month, gave you a system where you - and 
the eventual player -will be able to issue commands to 
the computer. The system given was a compromise 
between the rudimentary VERB/NOUN only inputs 
found on the original adventure games and the highly 
sophisticated routines available on a few of the latest 
games, 

I have stressed the importance of writing down on 
paper, full and detailed lists of all the words that you 
wish the program to recognise. This month you will 
begin to understand why. Writing an adventure game 
is enormous fun (even more so when you have 
completed it) but it is not to be entered into lightly nor 
without adequate preparation. This month we will see 
just how good your preparation has been. 

The command routine is only a development of the 
more simple system; mainly with user friendliness in 
mind rather than offering a command structure that 
will act on complex sentences. Whilst the later may 
seem a goal to aim for, it has many serious drawbacks, 



both in memory requirements and speed of response 
when written in BASIC, 
The system used so far, has been for you to stick to the 
line numbers given in the articles, with occasional 
updates as may have been necessary as the program 
developed. That still applies to much of this and future 
articles, but this month, we will reach some areas that 
will be unique to 'your adventure' and so you may have 
to use my line numbering more as a guide than a 
command. 

We finished up last month with routines that would 
enable the computer to recognise up to a three word 
input command. This thoughtfully ignored such 
'linking words' as THE, A and TO, or of course any 
other words you felt should be treated in this way (line 
1625), 

Having analysed the input and given each word a 
unique 'number' we now have to begin actioning the 
command. Although we have permitted the input of 
VERB-MODIFIER-OBJECT, we can accept a range of 
single word commands and generally operate on just 
the verb and object- The modifier (adjective or adverb) 
will for the most part be ignored. Its inclusion is to 
enhance the appearance of the inputs accepted (user 
friendliness!} and occasionally to add variety to the 
puzzles - GET LARGE KEY or RUN QUIETLY 
SOUTH etc. 

Initial checks... 

Having accepted the words of an input command we 
must find out whether they make sense. Because the 
words SOUTH and SWORD are both acceptable to the 
program, it certainly does not mean that the 
combination SOUTH SWORD will have any sensible 
meaning! 

We first pass the words through a short validation 
routine starting at line 2100. The most often used 
commands are movement commands, and although 
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we have already sifted out the single key and single 
word commands we must still allow for people that are 
in the habit of typing GO EAST etc. 



26SREM**LIST-23 

269 REM ** Verb and Ob] ect synoni ms 

270 RESTORE 13000 

275 FOR IK=1 TO 16: REM ** Number of verb 
synoni ms 

280 READ SV%< IX) :NEXT H 

28 5 FORI JJ = 1 TO 13: REM** Number of obje 

ct synoni ms 

290 READ SfKflSn :NEXTIX 

2099REM**VaLidate 

2100 IF (VS = 34 0RV5! = 76 0RV5! = 62) ANDN3 

>108THENQ$(1)=LEFTS(W$t3),1) :60TO 

2000 

21Q5lFN5£>85ANDNX<99THENNX = SN*(N*-8 

5) 

21 ID IF V%>60THEN VX-SVKCV%-60) 

2115REM 

2120REM 

2125IFN5! = 33AND C AS = 1 6 OR flS!=1 7) THEN 
N^ = 10 ELSE IF N%=33 AND (AX=10ORA 
%=26) THEN f*K-31 ELSE I F NX=33 THEN 
CLS til LOCATE #3,2 ,2 r PRINT #3,"Ak 
ey isa key is a key. . .": GOTO 960 
2130REM 
2135 REM 

2140 IF NX<3 2 THEN IF t QP% < NX ) <> LJS AND O 

PXtNXX>0 AND0PS(NKX>-1) 0ROCJ!(N 

S)>4 THEN CLS #3: LOCATE #3,2 ,2: PR IN 

T #3, "Can see no thing Likethather 

e. ..":G0TO960 

2145REM 

2150REM 

2155CLS*2:L0CATE*2,2,2 

2160 IFVX>41 THEN 2210 ELSE 2200 

Z199REM**Directi on toVerbrou tines 

2200ONVK-15 GOTO 5600,5700,5800,5900,6 

000,6100,6200,6300,6400,6500,6600,6 

700,6800,6900,7000,7100,7200,7300,7 

400,7500,7600,7700,7800,7900,8000 

22 10 ON VX-40 GOTO 81 00, 8200,8300, 3400,8 

500,8600,8700,8800,8900,9000,9100,9 

200,9300,9400,9500,9600,9700,9800,9 

850 

12999REM**Synoniii»data 

13000 DATA 24,34,16,16,35,33,43,27,29,51 

,16,16,32,48,55,34 

13010 DATA 22, 16, 16, 12, 33, 5 2, 28, 11, 29, 1-3 
,26,25,25 



Line 2100 looks to see if GO, WALK or ENTER 
(V%=34 etc.) have been used in combination with a 
word from our object list having a number above 108 
(N, E, U, NORTH etc). If this is the case then the first 
letter of the object word is stripped off and the program 
directed to the single letter routine at line 2000. 
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Lines 2105, 2110 check to see if the object or verb 
numbers represent synonyms (remember we put all 
synonyms in separate blocks within our verb and 
object lists). If the number represents a synonym then 
N% or / and V% is reassigned the number of the prime 
word by using arrays SN%{) and S V%(), These arrays 
were filled with the appropriate numbers in the 
routines at lines 270 - 290, using the data held at lines 
13000 and 13010. 

Line 2125 looks to see if the object KEY (N% = 33) has 
been entered, if it has been used with an acceptable 
modifier (LARGE, IRON, SMALL or CURIOUS) then 
the program knows which key is meant, and reassigns 
N% with the correct number (10 or 31). If an 
unacceptable modifier has been used then a 
nonsense/hint message is printed in window 3 and the 
program returns via a delay (line 960) to the input 
request at line 1500. 

The REMs at lines either side of line 2125 are left in 
case 'you' have other special conditions to bv. checked 
before the program continues. 

Line 2140 checks to see if an object is either at that 
location (L%), is in the player's possession (OP$0=0), 
is worn (OP%0 =-1), or is visible (OC%() less than 4). If 
none of these condition are met then an appropriate 
message is printed in window 3. 

Note that this is the same message as one of those 
that is displayed if the object word is not understood at 
all (lines 640-650). This is on purpose, so as not to give 
away the fact that the word has been recognised* 

These conditions having been met, some response 
will have to be made. To prepare for this, line 2155 
clears window 2 and determines that printing will 
appear on the second line down (LOCATE *3,2,2). 

Note that if a line of text extends past a full screen 
line then LOCATE only locates text vertically and 
does not locate text horizontally as you would expect. 
Hence the leading space incorporated in single lines of 
text. 

Having completed our initial checks, the program is 
directed to the routines associated with the VERB 
entered in the input command - lines 2160, 2200 and 
2210. The routines are split into two lines because 
there are too many of them to type onto one line. 

In my program, there are 76 words recognised as 
verbs, but if you look back to last month's listings 
(lines 14000 and 14010), you will note that the first 15 
are reserved for single word entries - hence the 
subtraction of 1 5 from V% in line 2200, 

Action all the way... 

Obviously the choice of verbs and their action within 
'your' program may well be different from the way that 
I might use them. This is something that you will have 
to work out for yourself, What I can do is go through 
some of the more likely commands and hope that these 
examples will not only help you to understand my rou- 
tines but will give you a working understanding of 
what to look and plan for in yours. 

Page 43 



PROGRAMMING |~ 



ceo:-: 



The most used command (after movement) is that for 
GETting or TAKEing something, so let us look at 
what this routine is likely to entail. GET is my 23rd 
word in the verb list and if you work from lines 2200 
and 2210 you will find that this routine starts at line 
7200. TAKE's synonym, is number 73 but has been 
changed to 32 in line 2 1 10. 

We start in line 7200 by deciding what objects may be 
got. The first 31 items of the object list may be taken, 
providing the conditions are right. Objects 76 and 77 
(OIL and WATER) are treated as a special case. 



654REH** LIST - 24 

6 55 PRINT #2/' WHAT! You.re joki ng . . . Thi 
s issjDposedtobeagameof Logic 

and deduction. ..Youarenotonco 
urse. . . " :GQT0 1 500 
7199REM**Get,Take 

72001 F CN%>31 AN0NX<74> OR N3> 108 THEN 
655 

7205 REM 
7210 REN 

7215 IF NJ£ = 76 OR NX=77 THEN 9900 
7220lFh7-l6ANb0P3U8)<>-1 THEN PRINT 
#2,"Thethornshaveapoisorthat 
proves deadly to humans*.. ":G0TO 
16000 

722 5 IF L)S = 13AN& FX ( 2 ) = 0 THEN PRINTS , 
"The TroL L Hi I L not Let you take th 
m! 1 *: S0T0 1500 
723D REM 
7235 REM 

7240IFNK>98THEN7275 

724 5 I FOPX(NS>=0 OR 0P% CNK ) = -1 THEN PR I 

NT#2 / l, You_vealready got THAT. 

GOTO 1 500 

7250 IF C3S>4 THEN PRINT #2, "You are car r 
yi ng a I L that you can. . . " : GOTO 1500 
7255 REM 
7260 REM 

7270 PRINT n, "OK. . . Carri ed":OP5£(N2)=0:C 
%=CX+1 :G0T0 1 500 

7275 PRINT #2,"": F% = 0: FOR I3£ = 1T0 31:IF 
C5£>4 THEN IS = 31 :GOTQ7E85 
7230lFOPX(n)=L%ANDOCX<lX) = 1 THEN OP 
Klg)«0:£X=CX + 1 :PRINT#2/'0K.. .Car 
ri ed" : FK=F%+1 

7285 NEXT 1% rI F CX>4 THEN PRINT #2," You 
arecarryirigallthatyoucan.*.": 
GOTO 1500 

7290 IF rt*0 THEN PRINT #2/' Seems to be 
nothing there to take/': PR INT #2 :P 
RINT(f2 / "Youmayhavetobemores 
pec if i c!":G0T0 1 500 ELSEG0TO1500 



The remaining object words that are understood 
(such as COURTYARD, RIVER, the object synonyms, 
and NORTH, SOUTH, etc.) are not items that one 
would expect to pick up. Even so, some people may still 



try to do so. For them we will provide a sharp reminder 
at line 655. This message will be used by nearly every 
routine in response to unwelcome or silly input 
commands. 

Line 7215 reacts to OIL and WATER by sending 
program operation off to their own special sub-routine 
at line 9900, 

Eventually we will probably allow the object chosen 
to be TAKEn but first we must check for any special 
cases. 

Line 7220 checks to see if the adventurer is wanting 
to get the ROSE (N%=16) and if he is wearing the 
GLOVES (object 8}, if not (0P%(8)<>-1), then 
poisoning and the death routine at line 16000 will 
ensue. 

Line 7225 checks for the Troll's location (L% = 1 3 ) and 
also to see if he is alive (flag F%(2)=0). If so, you are 
not permitted to take anything! 

The REMs merely indicate where you may add 
further conditional lines of your own. Line 7240 looks 
for ALL and EVERYTHING and directs the program 
to this routine at line 7275. 

Line 7245 checks to see if the players are asking for 
something they already have (or are wearing). Line 
7250 ensures that only up to five items may be carried. 
A 'greater than* condition is used because this allows 
small items to be hidden inside others that may be 
picked up (discovered later) AND retained. If more 
than five items are already being carried, the program 
merely stops any more being taken. 

Now that all the checks that we can think of have 
been applied, line 7270 transfers the object's location 
to that of the player (OP%(N%)=0) and increments the 
number of objects carried (G%). 

Finally the routine for GET ALL from line 7275, A 
flag is set to count the number of items taken (F%). A 
FOR.. .NEXT loop cycles through all available objects 
to see if they are present, and if their Class* is 1, then 
providing the permissible number is not exceeded, 
they are then added to the player's possessions. 

If F%=0 then a message is displayed saying that 
nothing has been taken, but with the rider that the 
player may have to be more specific. This is a simple, 
ambiguous way to cover situations where an object 
may be seen but not taken (i.e. where the object's Class 
is not 1: such as our poisonous rose!). 

You don't know where it's bee n„. 

Having just picked something up, you may wish to 
put it down again. This is quite a short, simple routine 
with (in this example) no conditions set to prevent 
anything carried being put down. 



6698REH**LIST-25 

6699REM** Drop, Put 

6700 IF (NK>31 ANON3£<74) OR N3S>108 THEN 

455 

6705 RID 
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6710 REM 

6715 IFNS=76ORNX=77THEN990a 

6720IFNX>98THEM67S0 

67Z5 I FOP3C<HX) <>□ AMD OPXCMX><>-1 THEN 

PRINT #2, "You cannot drop what you 

don_t carry !":GOT0 1500 

6730AEH 

6740REM 

6745 PR INT n /'OK. Dropped" :0PiUlM) = LJ! 
CX=CK-1 1GOT01500 

6750 IF CX<1 THEN PRINT #2, "Not King tod 

rop.. .": GOT0 1500 

6755 PRINT #2,""; FOR IJS=1 T031 

67601 FOPSt IK5=0 0ROP^< I%)--1 THEN OPK 

(II) = L?::CK = CX-1:PRINT#2 / "0K. . .Dro 

pped" 

6765 NEXT 1% :S0T0 1500 



Line 6700 is our general reply to the silly command 
such as DROP WEST etc. Line 6715 again diverts OIL 
and WATER to their own sub-routine at 9900. Line 
6720 redirects the program to line 6750 on the 
command DROP ALL. 

Line 6725 checks to see if the player has actually got 
anything to drop. Again REM lines are there for any 
additional conditions that 'you' wish to set. Line 6745 
carries out the command transferring the object's 
location, and decrementing the number of items 

Lines 6750-6765 utilise a FOR,. .NEXT loop to 
ascertain what is being carried and relocating all 
items carri cd to the present location. 



Look around. 



After GET the most used command is EXAMINE. This 
not only amplifies an object's or a place's description, 



The object list is compiled in such a manner as to 
make the condition of whether an object can be 
examined, easier to determine. Line 6900 prints our 
standard message (line 655) if something like 
EXAMINE SOUTH is entered. 

Next those items in the first section of the object list 
(up to number 20) are dealt with in line 6902. These 
have no special significance when examined and a 
simple message is displayed. 



659 REM** LI ST - 26 

660 PRINT #2," You_re wasting time, you 
have already searched this place.. 
,":GQT0 1500 

6899 REM ** Examine, Search 
6900IFN2>77THEN655 
6902 REN 
6904REN 

6906 1 FNX<21 THEN PRINT *2,W$<3); "...EX 
AMINES:-": PRINT #2: PR I NT #2, "Not hi 



ng speci a t catches the eye": GOT0 15 
00 

6908 REM 
6910 REM 

6912lFNS>60ANDNJi<74 THEN PRINT #2/' I 

have far-sight a nd hind-sight...": 
PRINT #2 : PRINT #2^" but^ I seenoth 
ingi": GOT0 1500 

691 4 REN 
6916REA 

6918 53£=NX-20 

6920 ON S£ GOTO 6922,6924,6926,6928,6930 

,6932,6934,6936,6938,6940,6942,6944 

,6946,6948,6950,6952,6954,6956,6958 

,6960,6962,6964,6966,6968,6970,6972 

,6974,6976,6978,6980,6982,6984,6986 

,6988,6990,6992,6994,6996,6998 

69401 F FX C 1 > = 1 THEN PRINT 02," The burn 

i shed blade reveals a picture of 

adragonwithinamagicalsphere... 

":60T0 1 5Q0 ELSE PRINT #2," Thi s f i 
ne weapon has been left unused an 
d un tended for too long. . :G0T0 15 
00 

6952 IF L*=240RL5! = 25 THEN PRINT K2,"T 
he boat i s long and black. There i s 
a man dressed inablackcloakwi 
th a deep hood si tti ng quietly 
alongside. ..perhapsheisthefer 
ryman. SOT0 1500 ELSE GOTO 665 

6960 IF L!£=4 AND 0at3D> = 5 THEN PRINT #2 
There isapileofredcLoth,un 

deritityouseerasviordanda L 
argekey'":0C3!O0) = 1 :0C3!(3O) = 1 :G0TO 
1500 

6961 IFU = 4G0TC660£LSE665 
6972PRINTf(2,"NYflPH ,, :G0SUB960 
6992 PRINT #2," WALL": GOTO 960 



The next section to come under scrutiny are those 
objects that do not have any special significance and 
neither do they have any object description (data lines 
12000-)* This means that we have no way of easily 
checking that the object referred to is at that location. 
Hence the somewhat ambiguous but not unreasonable 
response in line 6904. 

One mark of a good adventure game is its ability to 
apparently deal sensibly with awkward commands. If 
the response does not 'jar' on the player, you are half 
way there. Watch out for such responses - for instance, 
try not to give singular replies to plural questions. 

An ON... GOTO command is used to direct the 
program to the right response for our chosen objects in 
line 6920. S% is adjusted in line 6918 so that object 
number 21 (the first 'examinable' object) will have its 
message at line 6922, the fiTst of the ON., GOTO line 
numbers. Again the REM lines are for any additional 
conditions that 'you' may wish to set. 

It is somewhat easy to get lost with all those line 
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The Saga Begins * . . 



In a world cursed by 
the Evil Sage, in a land 
where magic is reality, 
only rhe lowliest 1 traveller 
can become the mightiest 
hero and possess THE 
RING OF DARKNESS, 

Wintersoft proudly 
present an epic adventure 
played in superb high 
resolution colour 
graphics, (n THE RING OF 
DARKNESS you become a 
lone traveller in a cursed 
realm, where brigands 
and bandlls seem free to 
attack innocent way^ 
f arers, and foul, evil 
creatures have infested 
the darkest pits. Create a 
character and travel the 
vast, enchanted land. 
Trade in many towns, 
s^j ^bIc employment from 
the local king, and 
explore the deep, dark 
three dimensional 
dungeons in your quest 
for3hedir,THE RING OF 
DARKNESS. 

May luck travel your 
path* 

1 ft H 

"The most impressive 
adventure tested. , your 

COMPUTER, n 

"An astonishing 
program/' softwords 

"The map is very large 
-10000 moves - a nd 
there is a large variety of 
objects* weapons, spells 
and places to explore (it 
would spoil the game to 
give any more away)" 

MICRQ ADVENTURER. 

"A rich, fantastic 
tableau*** it will 



undoubtedly take many 
hours to fulfil" personal 



COMPUTER NEWS 



DEALERS PHONE 
01-367 5720 




30 UPLANDS PARK ROAD 
ENFIELD, MIDDLESEX, 
EN2 7PT 




AM S TRAD CPC464 

The Ring of Darkness P £9*95 

DRAGON 33 

The Ring of Darkness, 

Return of the Rfng . , , 

Dr agon Tret 

SPECTRUM 48K 

The Rinq of Darkness 



£9.95 
£6,95 
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Filla Form and Wina Desk. 

What do you want from Amstrad Computer User and from the user club. Here is your chance to shape the future of 
the magazine. Fill in the survey below and send it in to us, the page folds up into an envelope. Shinecrest have given 
us two of their very smart desks worth nearly £70 each. The first two completed forms to be drawn at random on July 
30th will win a desk. Good Luck 

1. Name 

Address ..... 

Age: Under! 2D 13-1 60 1 7-2 1 □ 21-30D 30-59D 60+D 

3. Do you own an Amstrad Computer ?6G4L 464D NoD 

4. If yes how long have you had it? 3 Months or less, □ 6monthsD 9monthsD 12monthsD 

5. Is the Amstrad your first computer. YesD NoD 

6. If not what was your previous computer . 

7. Are you a member of the user club? YesD NoD 

8. Do you intend to join/renew YesD NoD 

9. If your answer to (7) was No was it that you found it too expensive YesD NoD or for some other reason 



10. If your answer to (7) was Yes do you think you get good value for the money YesD NoD 

11. What added benefits would you like to see the club offer 

12. Which peripherals do you own 

DDI-1D FD-1 □ PrinterD ModemD RS232D Other. (please specify) 

13. Which do you intend to buy in the next year 

DDM □ FD-1 □ PrinterD ModemD RS232D Other (please specify) 

14. How many commercial programs do you own on tape. ( Excluding 1 2 pack software) 

15. How many commercial programs do you own on disc : 



■ j lj l • ,1. • ■ ■ j >. j l j i. hi h j f. H l H h I + s r i I- n i ■ ■ mi ■ r ■ r ■ r ■ ■ 



16, What is your favorite program 

17, Which issues of this magazine do you have ID 2D 3D 4D 5D 6D 7D 

1 8, Which other magazines do you buy regularly. 



a} Personal Computer World D 

b) Your Computer 0 

cj Computer and Video Games □ 

d) Computing with the Amstrad D 

e) Popular Computing Weekly D 
t) Home Computing Weekly D 

g) Electronics and Computing Monthly □ 

h) Other ,. (Please specify) 



1 9 How would you like the mixture of the contents of the 
magazine to change. Rate each of these topics in order 
of importance from 1 to 10 (10 being the best, 1 the 
worst) 

a) Basic programming articles (like the Musical Amstrad) . 

b) Program listings 

c) Games software reviews 

d) News 

e) Hardware projects 

f) How to use Discs 

g} Business software reviews 

h} Making the most of CP/M 

i) Machine code programming articles 

J ) C^Gl^Tl |3^t I ^ I 0 Fl S ■'■JLJ|i.lL|J|KHh4F-lh-iriiiiiiEniiiirii B iirii 
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20. Do you type in the program listings 

IMeverD Occasions IvD SometimesD OftenD AlwaysG 

2 1 . What new field would you like to see the magazine incorporate 
Tick this box if you do not wish to beadded to a mailing list. □ 



H hi M hH H 
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MIR STAR 

A\ town to earth 




VJhen \\ comes to 
\ printers* v^rYithever way 
\ you \ook atU T we've got 
\ the towesl prices, tne 
\ widest range and trie 
best tjac-k-up Service m 
tv*e country. 

MVh^t you won't trom 
, are specif Qilts h or 
laV^cs promises — iust 
Vioues\ wa\ue and aluUy 
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SPECIAL OFFERS 



°rtter 
he 



offer to 



Brother 

£>Ocps 4 



M1009 



£173.88 -+- VAT = £188 

bi -directional 89 logic seeking m 96 chars plus international and 

graphics «9x9 matrix. 



/ n \^«~P^S on in. h 



f. 



Gemini WK £189.95 + vat = £218.44 

h JfzP c Pf • bi-directionai • logic seeking 8Y friction, tractor and roll 
notoer standard m do wn foadabfe characters • ultra high resolution 8B 

SO coJs. «B fBM PC version available. 

Canon PW 1080A £2B5+m.=£3m.75 

Nearletterquatitym i&O cps m bi-directional m 96 chars, plus graphics 
m 5 print sizes • 11 x 9 matrix • 23x18 NLQ matrix 



— * «™ 



— ■ 





OUT MATRIX 



DMSYWHEEl 



Canon PW 1080A £265 vat £304 . 75 
Ep«Ofit%XBO £198.95 4- vat E228*79 
Epson RXQO F/T £228,95 -h vat £263.29 
tpmil FX8Q £319.95 -+- vat — £367.94 
Canon PW 11 &6 A E 359 . 9 5 ■+■ vat = £41 3 . 9^ 
Star Garnlnl IQx £1 89 .9$ vat £21« 4^ 
Sla¥ Helta ia £319.95 # vat = £367.94 
Star ftatJlx 10 £49fJ 95 -+- vat m £573 79 




■■■ v- v ^ ^. v. v; t . v v x. mV A . . / B t - # ■ • ■ ■/ v a ■■■ y y ;.*■ .;. v >v r. 1% B . t . ■ t \ m ■ ■/ ■.■ •■• s .y 

Brother MH15 Rjng for pric&s 

1 ft CPS m w Proporf i O j* a f Spaptng 

Text reprinting Two-co'i?ui" firtnttno 
AulO unrferlnnfrig 
RS233or Cent/o/ilcs 

Juki 61 0O £3^5 + v^t ^ 

Auto ^ubsenprs A 

SUniJfl^ burter 
Wordauj tTLjfnpafitirft 

1 vif.ii WflrTs A tabtiur warranty 



„ — ^_ 







Cabi&s ^ Paper 



Ribbons ^ Sheet and tractor t a-atlertt 
A Interfaces 

If you have any technical queries or want our I at sat prlcaa 

please telephone: 

Credit card hot line - . . 01482 

Please add £ 10 tor delivery . 
we guarantee 4B Viout 
delivery trom payment. 
Personal caUers welcome. 
We re al the junction ol 
Camden Road, near the 
railway bridge ^nvtifne 
9 .00am to 6 .00pm Wlonday 
to Friday 1 0 00am to 
1 OOpm Sunday 
Export and dealer enquiries 
welcome. Poatyour order 

with cheque to 




Datastar Systems UK 

Unicom House, 182 RoyaJ College Street, London NW1 9NN 
Telex 295 931 Unicom G Telephone 01 -482 1 711 



Meet 



the 






ST EVER MULTI-ROLE ARCADE ADVENTURE 

includes Hit Single on reverse "Everyone's A Wally" performed by Mike Berry 
Spectrum 48 K £9.95 
Com m od ore 64 £9 .9 5 



AmstradCPC 464 £9.95 




44 The Broadway, Bracknell, Berks, 0344 427317 



numbers in line 6920, so I would draw your attention 
to lines 6972 and 6992. These are there so that I could 
verify that I would get the correct responses. 
There are no conditions set in these two lines, so I 
only have to RUN the program and type in EXAMINE 
NYMPH or EXAMINE WALL. If the correct line 
numbers have been chosen, then an echo of what was 
typed in will appear on the screen. A similar system 
may be used to check the line numbers in 2200 and 
2210. 

Let us look at a few examples of the 'examine 
responses*: 

EXAMINE SWORD - line 6940, if the sword has been 
cleaned (F%(1)=1) then one message is given but if it 
has not ? then the second message is displayed. There is 
no need to check if the sword is present as this was 
done i n 1 ine 2 1 40 above . 

EXAMINE FERRYMAN - line 6952, checks to see if 
the player is at location 24 or 25 and if true, describes 
him. If not at these locations, our general purpose 
response at line 665 is used again. The check for the 
location is necessary because the ferryman is not part 
of our object data - he is only mentioned in the location 
description, 

EXAMINE COUNTER - line 6960, checks to see if 
you are in the right location (L%=4) and also the 
'Class* of object 30 (the sword), If the sword is still 
hidden (OC%(30)= 5), then the sword and large key are 
revealed and their 'Classes 3 changed to Visible' 
(OC%()=l). 

The next time the counter is examined (people will 
you know.) , then an 'already examined 1 message is 
displayed, Should anyone try to examine the counter 
in the wrong location, then neither message is 
displayed (L% is not equal to 4 J but line 665 is used 
again. 

These three examples show the three main ways of 
utilizing the EXAMINE command. It can simply give 
the same message again and again, either a hint to a 
puzzle or just a 'red herring' (the ferryman). It can 
change the status of objects either at that location or 
any other (the counter); or it can display a message 
dependent upon action taken other than the 
examining itself (the sword), 

Stylish... 

« 

Another short routine for a command that often crops 
up is WEAR. This starts at line 9850 which checks to 
see if the item requested to be worn is 'wearable'. 
Object numbers 8,9,14 and 26 are the only ones 
permitted » any others (such as WEAR FLASK) get the 
'silly' answer. 



9848REM** LIST -27 
9349 HEH**Wear 

985QlFNZofi AN3 NiJ<>9 ANDNXoU ANDN 
X<>26THEN PRINT #2 /'That would Loo 
k pretty si Uy. . .": GOT0 1500 
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9855 I F OP* (NX )>0 THEN PR I NT #2, "You can 
not uea r what you ha ve. nt got ! " :G0T 
01500 

9860IF0PJ£(NS:) = -1 THEN PRINT #2/ "Forget 

ful? - a Iready worn! M :G£)T0 1500 

9865 PRINT#2/'0K.. . Worn":OPX(NJO=-1 

9870 REM 

9875 REM 

9880 REN 

9885G0TO15O0 



Line 9855 checks to see whether the player has the 
object in his possession, and line 9860 checks whether 
it is already being worn! Line 9865 changes the 'Class' 
of the object to 'worn' (OC%(N%)=-l). The following 
REMs are there to allow room for additional action to 
be taken if something should happen when a 
particular object is worn. Control is returned to the 
input command request (line 1500) at the line 9890, 

Finally... 

Note the changes to lines 545 and 550 that now 
enable the inventory to indicate which items are worn. 
I have changed the response in line 1230 from 
'Nothing obvious' to 'Nothing else*. This sounds logical 
following the location description in window 1 above 
and looks far better when it follows the 'more' display 
(when just enough objects are at a location NOT to 
actually show any MORE when the space key is 
pressed -line 1225). 

Line 1600 corrects a mistake made in the listing last 
month; without A%-0, the program remembers the 
last modifier used. Lines 155 and 160 are updated with 
the new variables introduced this month. 



I hope that some of the readers are making progress 
with their adventure scenarios and have not got into 
too deep water by making their plots too complicated 
to start with! If in real doubt, then you know our 
address. You never know, we may be able to help you 
'puzzle it out". lilSIl 

Amstrad User July 85 



154 REM ** LIST -?8 

155DIMN<50),E(5Q),S(5Q>,W<50),U<5Q),D( 

5O),Oa(31),0P5£(31),sn<16),SNt<13), 
FlHIO) 

16OSGORE = D:L%=1:LC5£=O:Us0:XS5=O:I=O:0L= 

0:YK=0:WCK=0:W%=0:VK=0:NK-0;AX=0:EK= 

0:CX=2 

5A5lFOPJ!(n>>OOROPJ£(l3£)<-1 THEN 555 
550 F5S = F5! + 1 : PRINT #2/' ";0SS(1%}; :IF0PJ£ 
t ISJ = -1 THEN PRINT #Z," (worn) "ELSE 
PRINT #2,"" 

1230NEKT IK : E F FX=0 THEN PRI NT #2 , " Not 
hi ng else* . 

1600 ERASE U$:QS(1)=Q*<1) + " M : YX= 1 : WCK-0 
:VJ£=0:NJ£ = 0:A2 = 0 



CENTRE COURT 



You CANNOT 
be serious! 



A most 
accomplished 
tennis game for 
the CPC 464/664 
Tape £8.95 
Disc £12.95 



IT SEW? ftKWOLD 9 




AMSTRAD 



CPC4B4/BB4 



BUSINESS SOFTWARE 

for the 
AMSTRAD CPC464 

SIMPLE ACCOUNTS ( £29.95 incl VAT 

Easy to use P comprehensive book-keeping system complete 
with step by step instruction manual. 

* Pull Analysis of Income & Expenditure 

* Powerful Eiitry Search Routines 

* Monthly and Year to Date Reports 

* Quarterly VAT Report 

(All VAT routines aie optional and may be omitted by rum- VAT 
Traders) 

MANAGEMENT ANALYSIS „ £ 19.95 incl VAT 

Extracts Management Information From Your Accounts 

* Superb Graphic Representation 

* Pie Charts Analyse Sales and Purchases 

* Bar Charts Compare your Monthly Figures 

* PLUS Detailed Statistical Reports 

* Compatible With SIMPLE ACCOUNTS | 

Specification Manual and Sample Output Available on Request 

CORNIX SOFTWARE LTD 

16 ENEESWORTH STREET, ROY5TON, HERTS. 

SG8SAA. 
Tel: Royston (0763) 46065 

Specialists in Business & Financial Software 
For advance notice of fiuter pttxrrains; * * 
Make sure you are on our mailin g list * 



Cheap Software as new. 
Including F-Manager t 
Codename Mat, Fruity 
Prank, Punchy, Return to 
Eden, Eletro Freddy, 



Tripods ? Snooker, Roland 
Ahoy, many more £5.00. 
Home-Budget, never 
opened £10* Phone for, 
list(0892) 30507. 



THE TOMB 

OF 
KUSLAK 

A GRAPHIC AND TEXT ADVENTURE FOR THE CPC 464 
KU5LAKS TOMB WILL OFFER MANY SURPRISES 

Features: 

OVER 240 LOCATIONS 
. REAL TIME PLAY 
SPEED OF PLAY CONTROL 
EASY FAST INPUTS 

AVAILABLE PROM YOUR LOCAL STOCKIST OR 
MAILORDER FROM 
INTRIGUE SOFTWARE (address below) 
FIRST CLASS RETURN POST FREE £7.5d 

Games to remember from 

INTRIGUE 
SOFTWARE 

Cranbrook Road, Tenterden ( Kent TN30 6UJ 
Telephone 05806 4726 




SHEKHANA COMPUTER SERVICES 
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R.RP 


PRICE 




R.RP 


PRICE 


BEACH Hm 




T4t 


QUdLSHQTll 






RAEOVTJtiCSOO*' 


935 
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L l(iirra?FfL0T 


9 56 
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CKEQL'ES'P.O. TO: its -.[DEFT «ft)S) tStCUEN LUES S.* D.Q.y. UJMfflJV (HAIL ADDSRSS ONLV), 

1TJ t]-80«]«, (SJuERtUn) HJ10PE ADD H .(• PER TAPE. ELSE WHERE CTCOST. 
-OS WWt OUE SHOP ATtyJUILES SHWPINC CtVTRI UNIT 1 1 . SJTJJ1 ORJOUD ST. W|? JBft OPEh T 
MY! A WEEK FROM I'D I9.K? {I Ml\ FflQM MARBLE .ARCH TtBK ABWT PKCOl'TO .■UTLKABI j; (JN1.V ON 

PROLiULTOM flf P?HJ ADVERT AEOLHSm*. 



For sale the following 
A me trad games cassettes 
only £4.50 each; Roland in 
Time Roland In The 
Caves, Snooker, Classic 



Adventure, Harrier 
Attack, Flight Path 737, 
Phone Sunderland (0783) 
486803. 



ZEUS SOFTWARE 
THE BUCCANEER 

Here it is , the utifity you have all been waiting for, the buccaneer. 
The Buccaneer is a very powerful tape to disc transfer utility 
Transfer you r tape based softwa re onto the new 
three inch disc system 
Can you afford jiotto buy this program? 
All instructions included. 
At an amazing introductory price of E5.00 f cassette I £9 00 on disc. 

Send cheques / P.Q To: 

ZEUS SOFTWARE 42 MOUNT STEWART STREET 
CARLUKE STRATHCLYDE SCOTLAND MLB 5EB. 



OUR 
KWCH 

FOBEET MtMRLVND 

EMEffiALU ira.p i . 

KKIKTFfE VIKfNG IflflO 

AkTlJ WTO EDEN" is, il*. 

BTJ^OFCMJlKJfESS MM 

THE H0BBIT fit » 
ABCADE 

CHOPPE&J^LIAn tA.-W 

EH+BERT L 1 z.'- 
sDStajlsthzkr 

COOTUZION it.m 

DETJI PIT Hi an 

DJGGEAUARNECFJ k, y[, 

ANDHjCj90OME £K :!f- 



FAST FRIENDLY SERVICE 

SPBCIALOJtDilK ™.l OE MOKE LTEM& L»:r>UCT EXT6A50p PEH PTKM' 



PUKE 

CWLICKIRF^G ififlFi 

PWIM3TAF j-f,!ls 
TANXFJU3TERS 

TECHMCCiANTED <r 

COMBATLVNK p &S 

KUI^EfDACKJI £?.M 

KflWD gniIKE RiH-TK iv t.1 

JET SET WELLY f75c 

jETB<Kyj,IACK £755 

ftOLANlJJrf^JM^E IT3n 

rtCSHjCIKIiV £7flFi 

JJNlfltHTIJIIRE £tSE, 

Wiri UK R £- !ie 

EDUCATION 



BTBArSlHVL 

F1IGWTPA7HT1V 
SPSCJALdPS 
FOOTBALL MAWACER 
H DA.V K.VIH1KKR 

^ORLDCl.T KWTBALL 
AW fiTJUPPOKEB 
flfiMTRFtfflOT 

BV-S'UTTLTTIES 

MINZOPFICE 

IHKQ1.I".I. 
AGCIiHnTtrRrt 

BLANK. DJStiH 
QUifiKKHnTll 

SPE£t!H svsmf 



PrTMAMSTVPIMfi 
CHE^UE$'POST0 OJ. SOfTW ARL-:nUt'TS INCLUK P4P ! . 
'm MOSSY LEA RIi, WEJCJ^WlGTOW 

TELfti25T>«lS15 IllL Tp.tn. 
Wiin wpheaiB Ebr FREE LIST jni LATEST BELEA3ES 
QVHl5EAS0mJKiBi PLEASE ADD bllpELrSOPE, ! L OTHERS, PER !TR!tf 



OUFl 
Hit 

£7.H 

£t.tG 

li yi 

L ! i ."■ 

L- * w 
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GRAPHICS 



For the AMSTRAD CPC 46i and CPC 664 

PRECISION PIXEL PLOTTER 

50 A3 Size Screen Layout Sheets 
H 25 mode 0 + H-HH 25 mode 1 * Programmer's Reference Guide 

Send Cheque or RO. for £3*75 + £1 pS p to: 
P.S.Graphics, 161 Mdu^tview Road, London, N4 4JT 



SMALL I RADI KSPACK 



For the AMSTRAD CFC464/664 

A Di3oBa$edsvitem comprising: 
4 SALES LEDGER 'PURCHASE LEDGER 
'STOCK CONTROL 'MAILING UST(With label printer) 
Fuur hJII-fe&llIM- Buaincss ptograms, driven by .MASTER MENLJ for e»y ujwraEiwi, 
Uul It* Ihe first-time Uttr Provides IN5TA.M' INffJFt^ATIO.V - M the pres Ot a lev! Rme-424.95 
he. P^P A enncise rmmiik. SAE for hill details. Available by Mai k trfet *rom- 
SD WECBO SVSTEMS, P.O. BOX 2^ HITCHrs" HERTS 
(« DEMO a!: MLLMARK MICROS WAKRF^ PLACE KA3L.WA Y STREET KF5TFDRD. 

TEL: 5S44^J 



■ ■ ■ . . 



LISTING 



FROGGIE! 



^ n version K^^SiX M *5?S 
Thia is a vcrbioij origin* was . , bog and the 



ByC.Chin 








10 REH AHSFRQG by t.Chin 2f/2/$5 

30 HSUfl ZZZfl 

40 a-FRE("*3 
50 2100 

60 WHILE -1 

70 GOSU0 197# 

81 k fcS = " i phk-s " 

90 sosys 1910 

(•I If f HEN GOSUB 1110 

Hi if kf= , >" then gosub t/fl 

1?| IF kS- ^ h THEN 6GSUB 1680 

150 If fct = ,p k- THEM fcQSUB 1730 

140 IF kl-'V THEN G0SU8 2GS0S&OTO 80 

1 50 UEttb 

160 ENO 

170 fiQSUB 770 

fS0 6QSUB 980 

190 WHILE 1>0 

201 WSU8 1^50 

210 S05UB litis 

ZZ0 UHI LE ok:k*=lNKErt 

251 i1^x4di*Ukl=leS?-(kl=rB)3 

2(1 y1=y4dy*<at=do?)-<k;S-ufli)) 

£50 If y T < > >' OA ilt>x THEN &I:GQSUB 610 

261 IF y=35« THEN B05UB 1520 

??§ y EUD 

2A0 SDVNC 150,1,1,0 

29* Jf 5=1 THEN GOTO 5-50 

500 IF Mis ltd THEN SOUND 1?9, 1000, A*, 15,9,5 
510 If hit THEN 5QUNO 1 ??,4&0 ,0 , 1 5 ,2 ,0 ,1 5 
520 IF splish ANt> y1<358 THEN SOUND 129,310 

,0,7,s,MS 

330 I F lisstd DR Splash OS Pi i t THEN rt = -1 
}3| HOVE k ,y : PRINT f (; : iplash-0 ;m\ 
3*0 FOR i*1 TO 3 ! t=GEHAII ( i ) : NE n 
350 TAGOFF:PRINT CHRiE21}HHRi<0>; 
360 IF rt THEN G05UB 1211 
371 IF hit THEN GOSUB 1390 : hi t =& 
380 IF ti<-0 THEN GOSUB 930 
390 FOR i -1 TO 200fl :NEftT : hlHI i_E iBKETtO'" 1 : 
yEM&ihlENt> 



40| MHUB $30 
410 RETURN 

420 HOVE t x,fl:D>n-Ay ta, 15 : t K=t5t-i 
430 t!=ti-1:lF t i > 1 6 THEN HCTuRN 
440 130,500MSft,2M<16-ti»U> 
450 IF ti-0 THEN vk-i 
460 fiETURN 

470 lfi£CK1,5,6,1f ,12,9,10,9,10: J LSCR1 ,7,8: 1 
frSCR?, T5 ,16, 17,15,1 7, IS: I LSCR2, 21 ,22,19 
,20,19,20 

4*0 tur=tur*1*IF tur=26 THEN &0SUB 550 
490 IF pi 91 THEN RETURN 
500 IF y>l9B THEN 520 
M0 G0SU& ?50;HETURN 

52& i=xM6*Cy=£943-16*Uy=230)OR Cy=3?63?-5 

2M/-262) t k 1 =i jyt = y 
5 30 If K>60B OR X<0 THEK GDSUB 720:Dk-0:ins 

std-- 1 
540 RETURN 

550 tuf=0!lf tU=1 THEN 600 

560 PRINT#7,ditUFtJ; :tu=1 :Uir>12 

570 IF y<.>ZH THEN RETUfiN 

530 IF *<19? THEN NOYE K-16,y: PRINT :ok = 
0 

590 RETURN 

600 tu=0 :tur*0: PRINTS, tuMS;: RETURN 

610 IF y1<5fi THEN EI:RETURN 

620 IF s THEN SOUND 1 29, 1000,0, T0,1 , 1 

630 NOVE 5t,y: PRINT fS;i!F y1>198 THEN GOSUB 

700 ELSE HOSUB 754 
640 HOVE x1,y1 EfRINT ft; 
650 sc=»c-?*(y1>y>--C!i1<>xi : jc = sc 1 :y=y1 
660 IF iU0 OR k1>60£ THEN ok=0: ti »td>- 1 : R 
£!URN 

678 sc(-ftISHT&C0000" + R[&i(5TR*Ud / 2) ,5] :P 

HINTf^scE; 
640- If ok THEN EI 
690 RETURN 

701 IF TESH?tH12,y1+2)=^ ANt> TESTCsl +16, yl 

*Z)-2 THEN ak-0 : sp Lnsfi=-1 
HI RETURN 

720 IF k1>60B THEN a=-1A- 1 6My1 -?62 J :HOVE ft 



,y1:PRiNT -f$; 
730 IF h1c0 THEN RAVE 624,* 1 : PRUT fl; 
740 RETURN 

750 IF TEST(x1,y1-«)>1 OR TESt< kl4j0 # y1-4) > 

1 THEN ok-*:hit--l 
760 H E T U H H 

770 WINDOW 1,?0,1 J ,25;WIN^#1,7^11 J f ktflN& 
ayff?,17,19,7^8;WIN&0»ffl3>L3 1 p3 # 4:WINi&UI!f 
4 y B,fl,3 f 4tfcflNftOW#5,13,13,J J 4 3 y|NI>OH#6>1 
8,1A,3 ir 4:¥lNDi)tfl7 y 4^,7,S 

7&0 Pitt 1 ,1 4:PAPERf?,2 : PAPER*?,? 

790 ■=J-st-0Tns-0:d€=3fti ti = 4B;t3(=53-pis«(=" , 0 
0000" 

800 4t = C«RI(BEHCHfttf 1)iPB]NT*3^ai:PRIN'Jlf4 f 

4t;PRlNT4J r df :PRlNT«6 r af 
810 SPEED KEY 20, U 
8?0 RETURN 

830 If sp<h<S) THEN RETURN 

85& y HI LE h{i)>h<i-1)m i>1 

160 st-h(il:»iti)^(i»1);lifi-l>=st 

fi7ff stS=hl<i)!hJ(l)=ht(i-l)Eh»(i-0-itl 

m i =i -1 : WEND 

m INK H,26,0:INK 5^,0 

m RDDi 0 ^Pl? I NT :PR I NT^ teKt*^"' CONfiflif ULAT 

IONS" :C0SUB 1300 
910 PEN 1 5tPRJ NTtPRI NT; PRINT; PRI NTrPfi INT :PR 

INT" Ifour stof# Is t*p S 

ii 

920 PEN 1 : PR I NT ;PR I NT rPR I NT" Enter your na 

930 PH3NT;PRINT;INPUT" LlN(nt) 
>a THEN CL5iPRIKTSFRINT:PR[NT:PR£NTiPR[ 
PtT:t§j(E(= ,F TOO L a N G";G05Ue 1300 
- FOB n = 1 TO 400»:N£rTjSOTO 900 

940 h$(t>-nl 

950 INK U$hm 5,6 

960 40-SUB 16 &0 

9^0 IE TURN 

980 PAPER 0;CLS:FOR i=1 TO 4 : ho( 1 J "0 sNEJCf 
990 1,50,2 # 4:PAPER 3:CLS 

1000 yJMUChU 1,20,5/ ?:PflPER ZiCLS 
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2090 RETURN 

2104 PAPE3 B : NODE 0 

2110 teitis" IfcSTRlf[TEDN5":G05UB 1300 
2U0 t*it*=" ,r + STRIiG(i:i*,CHR*{T54n:G0SlJ 
E 1314 

2130 PRINT? PEN 1;PRIKT"HeLp the tire* fnsg 
to his resting pLateat the tap &f th* 
screen." 

?140 PEN isFRIHTiPRim'^vo-id the traffic qn 

the road, and hap across the- rivtr o 

n the Ugs and turttej"; 
2150 PEA 5iPRIRI:PHIRT"Controli :" 
2160 PEM 15:PRlRTtPHlRT ; CtIRS ( 1 ) ; If *; " 1 . 

.** to go Le f t" 
2171 PRINT :Pi INT" 1 C HRS CI >^ ri t;" 1 ' * imrm to 

go ri-gh 1"; 

2100 F R 1 N T : PR [ N T " "' ; C H R S t 3 ; U p ! ; " " tfl 

■go up" 

2190 PR I NT:FRI NT ;CHW(1 );dot; HI tp 
3 a Sg-yn" 

2200 PRISTiPEi 3:PRINT ,r Press SPACE BAR"; 



fl1 0 KlNbOW 1,20,U,14:PAPER 1:CLS 
1020 U1MI»«V 1,?0,15,22:PAPER 0:CLS 
1030 MINDCW 1,21,23 ,24 ; PIPER 1 : C LS 
1040 HEHDOU 1,20,1,25 
1050 tur=22:h=0Etu=0:tT-*8 

1040 PAPER 1 5 : PEN 1 4 : LOCATE 1 , 1 ;PR [ NT" $ CORE 
:0#t00 HTr";:hi(-ftieHT« ,i mB N +flIDStST 
RKh£1i>,J>,5):PMRT hlfj.i LOCATE 1,25: 
PRINTLINE:"; 

1070 PRINT#1j?fl;:G0SUft 11B0i6O3UB 1210 

1080 P0R TO 4;PAPER*i,0; CLS#f sNEXT 

1090 PAPER 2;a<=" " + s lag! ^ui^^ ,l *Ltog 
it LOCATi 1,5:PRINT a* 

J 100 aS= lh "tturtS+uSf" w +turtt:LO 
CAtE 1,7:PRIDT iS 

1 110 at=L Lagl*ul+" ,, *stagf#uS+" "*ilagS 
: LOCATE IMPRINT it 

1120 al-ilagl+u**" "4$ Lggl+rit-" "4s Lo 
: LOCATE 1,11:PRiNT at 

1150 G05UB 1 

1140 a-FRET") 

115ft RETURN 

11*8 DATA 4,16,1 12,244, 300, 3M,400,H&,74,1 

63,181,300,356, 460,564, 596 
1170 DATA 12, 46, 140, 172, 332, 364, 460, 492, B,* 

2, 136, 168,32*, 360,454,488 
11 30 FOR i- -192 TO 639 STEP 12:MOVE 1/J3S: 

DRAW i+192,5a2,5:NExT 
1190 FOR i=60 TO 5*1 STEP !6B:MOVE j,»t:DR 

AUft 0,32,0:DJ!AUR M,0:DRAWR 0,-32:NE*T 
1200 RETURN 

1210 ti=4l:tx=519:F0R i - f 68 TO 543 STEP 8:H 

OVE 1,0:0^ i,15,2:NE)i:T:rt=0 
1220 RETURN 

1230 DRAUR B^0,U:HOVER 0 ^ 2 : D- Ft AbTR -B,03 RETtf 
II 

1240 MAUR 4,0, 1 4 : RETURN 
1250 *-320:x1=x:ok--1 : TAG0FF:PR1NT CRRIS23) 
HHRt{0); 

1260 y-3B!y1=y;PEH 8: : LOCATE ift,25:i-i 
-PRINT" "filiiaTE U,2S:UHILE i >fl : i ^ 
1-1 :PftINT fJ;:VEND 

1270 LOCATE 1,1:PRINT CHtt*C23) *CH*i (1 J ; : TAG 

1260 PLOT 700,0,ArNOVE x,y;PRINT fS; 

1290 RETOflN 

1300 n-POS(#0>:r> r =VPO£(|-»):xsL=(j(x-1H3;+4s 

yy-i26-YY)*^--5 
1310 PLOT 70fl,700,5:PEM 14 
1320 HOVE xx, ^TAG-PRINT test*; : TAfiOF F 
1530 PRINT CRft»(ZZ)*CHftlC1); [PRINT text*; 
13*0 PRINT CUBIC 22)* CRM Cfl) 
1350 RETURN 

1360 EVERT de«3.5,3 GOSUB 420 
1370 EVERY GO SUB 470 

1380 El i RETURN 

1390 VlNDflW 1,20,15,22:PAPER 0 : CL£;WIN601d 1 

,20,1,25 
1401 LOCATE 1,15:P0INT trStl) 
1410 LOCATE 1,17;FRIRT tr*C2) 
H20 LOCATE 1,21±PRJNT tr$(4) 
1430 LOCATE 1,19:PR1NT trttj) 
H40 RESTORE 1160 
HS0 FOR 1^170 TO 74 STEP -96 
1460 FOR n=1 TO S : R£AI> a:NOYE a,i:GOSUS 124 

0twqVE i,i-24:G05UB iZlfliftEXT 
K70 NEAT 

1480 FOR i=B2 TO 114 STEP 32 

1490 FOR n=1 TO 8:REA& a:HQtfE a,i:fiOSUB 121 

0:FfQYE 5,i422:&0SUB 1?»;RUT 
1500 HEXT:hii=0 
1510 RETURN 

1520 IF ok=0 THEN RETURN 

1530 FOR i=1 T 0 3:t=fiEHAIH<i ) :NEKT 

1541 K = i^*;If [tWmotxn&M THEH ok*fl!* 

= X-9i;nissB[l=-1 :RETURK 
155-0 x~xM6§: JF ho(x)-1 THEN ek=0 imi $$*4--i 

:x=x+160-96-flETURN 
Bit ho<K) - I : h". = ^+2 ; PRINTS in f f ht; : l-h#1 



1570 IF a THEN SOUND T29,0,1,0: FOR i=4 TO 1 
0: f C-R n=B TO ItSOUNfr 1 ,i *^0-n*20, 1,7 :M 
EXTrHfJCT 

1550 St = sc + 20:s€S = RlGNTt("000i ,l *«ID(<STRI;(s 

c),2)^);PRlNTJ1, r s.cS; 
1590 N4l;fiOSUB 12 50 
1600 G05UB 1360 
f a 1 0 IF h = 4 THEN tGSUB 1630 
1£20 RETURN 

1630 ni=nsf 1isc-5c+5l*ns+5*ti 

1641 5CS = RI(HIt< ,, flflfl0"4HI6t(STR1isf.? J : r > ": 

PHJNTft,5ct; 
165-0 i=if1:olc=0jti=-1:n=0^e=d*-4:lF fotZt 

THEM de=22 
1440 EF ns=4 TVER i-i+1 
1671 RETURN 
1680 PAPER 0:HObE 0 

1690 LfixcS=" HALL of FAME" i GDSUB 1300 

'700 tEUS = " "*5TRjN&$(H/CHR*(154)l:fiOSU 
B 1300 

1710 PRINT; PR INT: PRINT 

1720 FAR iM io 
if4t1734 PEN e:iS=HI&S(STHi(i) # 2) : Pi ] NT 

SPEH 14:PRIiT US tNG" ; h ( i} ; : PEN 1 5 
:PRINT" ... M ;:PEN 1 £ PR I NT h$(i); 

1740 PRIJIT:PRIHT:NE)(T 

1750 PRIHT$PRIBBTrPEH 3:PRINT™ Prtis SPACE 
BAR" 

1740 lk$=" ™:60SUB 19 1 0 

1770 RETURN 

17SH F^APEfi 0 iHODI I 

V90 t e k tS = ,r REftEFINE KErS F, :40SUB 1300 
U00 textt = ir H #STflINGiC16 jr CHR£(1S4)):GOSVB 
1300 

1810 PfttNT : PRINT : PEN 1 "PRJIHT : PRlH T™ IE 

FT :- "j ? G05UB 1B&0:leS^a* 
1320 PR I N T : ?fl 1 N T i PR J N T J P R I HT H RIGHT :- 

";;G0&(J& lSfi0:r--|-aS 
1S3fl PH|NT;PRINT;PRI«T:PRirr- UP 3- 

11 ; i&osjb 1M0!up$-al 
1840 PRINTiPRJNTlPRf(lT3PRII(T |S DOWN S- 

";:G03UB iafl.0:tffii-at 
1BJ0 PRIMT : PRI HT : PR1H T : PEM J l PRINT Press 

SPACE BAR" 
1«40 tk$- HI H :ftOSUB 1910 
1170 RETURN 

1JUB kki^'zitwbni^/U^HjhuidiBqyertyuiop 
: REM +* La$t f<jur charicters a 

rt CTRL [HIJK3 
1890 G05UB 19tti:PEH 15:*B=kt:PRIRT C H^HS C 1 > + 

aJ:P£N 1 
T900 RETURN 

1910 WHILE iDKErto"'- hFNj 
1920 a=-l2WRlLE 3 

1930 kMlNK^t:|F kS- im THEN k*- H ! rt 
1940 IF INSTR(kk*,«X>B THEN a-0 
19S0 UPC ND 
1960 HE TURK 
197ft POPE 0 

1*40 s=» JtOR 1:(0SUB 20B0: LOCATE 1,1 

19^0 Uw\$=* APISTRAD FROGGER 11 : GOSUB 1300 

2000 testti=" "tSTRIMeSM&^CHRSdS^nzGOSUB 
130P 

2010 PR1N T : PEN K : PR INT" Press 

?020 PEK 15:PltINI:PfllHRPSlRT l, P ,, ;jPtR li-MEZ 

NT" :to PLAT BANE 11 
2030 PEN 1 5 : PR INT : PR I NT'PR I NT: PRI»T™I :PE« 

1 : PRJ NT"' :fflr INSTRUCTIONS" 
2040 PEN 15[PHlNT[PH!NTiPR[HT;PRmT"N"; : PEN 

1 : PRIttT" :for HALL of FARE" 
2050 PEN 1 5 tPR I NT iPRI NT : PRIHT : PRINI'^"; : PEN 

T : PRIKT 11 sic REDEFINE KETS" 
2060 PEN 15l:PRlNTJPRINT]PRIIiT"S' i ; ;PEH 1:PB1 

NT" :f*r SOUHB 0N^QFF r 
2070 RETURN 

20^0 l¥l X.OR 1 : LOCATE 20,1 iPEN 1 0- s X F $ THEN 
PRINT si; ELSE PRINT" »; 



2210 kkt-" ":€OSUB f910:RETUAN 

2220 CALL £BC02:E>Ir1 ht (8-S ,h(ft) ,ho(4 ) 

22^0 SPEED IRK 40,20 

2240 FOR 5=1 TO fiihSCi )="AisErad ":h(i)^300 
: NEXT 

2250 dx-32r^y=32;lel= li i-:ri*= l, x"rupS= , "2 ,, :dd 

t = ,, . ,r :st = CHBS£21@):s = T 
2260 BORDER I: PAPER 0;iOhE 2ih 
1270 EE If &EF B^1 r 11:KET HF 1,1,9sKET DEF 2 
_ ,1 y 10,tKET D-Ef 1/l^.fi 
Z280 &0SUB 23?0 
2290 «0SUB 2330 
2300 GOSUB 3170 
2310 GOSUB 2410 
2320 RETURN 

2330 ENY 1,5, 1*2,2, -1,1, IB, -1,1,5,1, 1,5,-1, 
3 

2340 ENT -1,5,-50,2,5,50,1 
2310 ENV 2,1,0,20,14,-1,2 
2340 ENV 3,8,1,2,14,-1,4 
2370 ENT 2 J, 0,2^,3,127, 1,1, 0,40 
23^0 RETURN 

2390 RESTORE 2400: FOR 1=0 TO l5:ftiAb d: INK 

i ,d 2 NEXT : RETURN 
2410 DATA 0,24,2,3,1,6,2V5,9,9,1&,1S,1B J, 

26,4 

2410 STHBOL 200,0,0,0,63,96,78,192,223 
2^20 SlfNBOL 201,1,0,0,255,0,60,0,126 
2*30 STRBDL 202,0,0,0,252,6,114,3,211 
2440 SYMBOL 203, T92, 223, 192,75,96,63,0 # 0 
2*50 SYMBOL 204,0,126,0,^0,0,255,0,1 
2460 SYMBOL 205,3,251,3,114,6,252,0,0 
^470 SYMBOL 206,0 ,0,0,0, ft, 31 , 126, 24fi 
24S0 SYMBOL 20B,0 ,B,ft,0,fl,252,62 ,63 
2490 SYMBOL 209,241,245, 1 26, 31 ,1 , 0,0 ,0 
2500 STH60L 210,12,12,12,12,12,60,^4,5-6 
2510 SYMBOL 211, 63, 63,62, 252, S, 0,3, fl 
2520 SVHBOL 2t2, 0,0, 0,0, 16, 63, 124, 252 
2530 STUBO L 214,0,0,0,0,16,2*8,124,31 
2540 STUBQL 215,252,2^,124,63,16,0,0,0 
2550 STH&OL 2 1 7,31 ,31 , 126,2*8 ,1 6, 0, 0,0 

2560 SYMBOL 218,0,0,0,126,206,206,206,207 

2570 SYMBOL 219,0,0,0,255,255,255,255,255 

25IS SYMBOL 220, 207, 2-07,204, 206, 206, 126, 0,0 

2590 SYMBOL 221 ,.255,255,255 ,255,255,255,0,0 

2600 SYMBOL 222,0,0,0,126,115,115,115,243 

2610 SYMBOL 223,243,2*3,115,115,115,126,0,0 

2620 SYMBOL 224,0,0,0, 1 5, 127 ,?4T , 1 93, 193 

2630 SYMBOL 225,0,0 ,0,25 5 , 1 31 , 254,254,254 

2640 S-YHBOL 226,0 ,0,0, ?54, 63 1 63 ,63, 63 

2650 SYMBOL 227,193,193,193,241,127,15,0,0 

2660 SYMBOL 226,254,^54,254,254,131,255,0,0 

2670 SYMBDL 229,63,63,63,63,61,254,0,0 

2680 SYMBOL 230,0 , B, 0,1 2?, 252, 252,252 ,252 

2690 SYMBOL 231 ,0,0,0,25 5 , 1 93, 127,1 2M 2? 

2700 SYMBOL 232,0,0,0,240,254,143,131,151 
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2710 SlfUBOL 233,252,Z52,25Z,2*2,Z52„,12T,lM 

2720 5YWB0L 234, 127, 127, 127, 127, 193,255, 0,0 

2730 SYMBOL 23^^131^131, til, 1+1, 254,2**, 0,0 

2740 SYMBOL £ J*,&,0 ,0 J 1 *,1 7jr*M3 y 1 2? 

275* SYMBOL 237,255, 127, 43, 63,17, fft/lii 

27*0 SYMBOL 254,0,0xMf24,3M4,155 

277B SYMBOL 239,165,153,60,36,24,0,0,0 

27&0 SYMBOL 240, 1 02 24 , 1 26,90, 1 95 

2790 SYMBOL 24f ,0 ,0 ,1 26,255,126, 60,1 26,1 Zfi 

2S00 SYMBOL 2+2, 255,255, 255, 126,126,126,0,0 

2S14 SYMBOL 243,36,36,0,60,0,0,0^36 

2S20 SYMBOL 2+4,24, 1 1 53,90,90,90,219 ,0 

283* RES TORE 3040 

2B+9 r=12:G0£U& 3160:slaqS=&J 

2650 r=18:G0&!f& 3160: L logS-aS 

2660 p-?:G0SUB 3160: Lea rt=s* 

3S7i r±9:G05UB 3160 :rcarl=a* 

26A0 fM^SfiJUB 3160:Uofryi-al 

2698 r-U:eDSff& 3160 : rlo r-ryJ-aS 

mi r=12:6fl£tfB 3l6«:P»*lf=ii 

2910 *=12:G0MW 31*0; Isa L*-ai 

2920- r=12iG05UB 31 £0 : tu Pt>— -a* 

2930 r = t2:Gfl5tTH 3160 rd i LuMi = at 

29+0 --T5:S&SU& 3160:fhf = ■*: *l = CHK-C2iB) 

2950 btt=CHR$(l4)KHtt(13):b2l = CHltS(K)+£lll 

2960 LcarS-btJ+Ltar*+b2l:r C flrI-b1*+r«r**b2 
l:llorrvj=h1it Ll&r*ytth2isrLftrpyl=b1*t 
rlorryf+bZS 

2970 r»Lt = bll+*5aL*+b?t:LHLS=blJttfaL* + b2 
$ 

2980 u*=GHRiM1);lael-CHR$(1S)KHIIt(7)i-C»M 
<^19mHR5(&) + CHRlM0MCHR$<221)*y$:le 
tt=h1tUosltb2S i i i 

2990 trS(1}=LopS+rl&rryit M "+r* a LUuU" 
"Hotl+LosS+rLarryii | ||| 

]5000 trS(2}=rcftr*+uJ*"' "treirS+utf "tr 



3010 tr${43=" "tliopr^tLp^'" i *ti*l|tU 

t+" n HloTry*noe*tLoet 
3020 IrttlJ^toft*^ "tLcarifyi* 1 " "+l 

3030 RETURN 

3040 MM 15,3,200,201 ,202,10,8,6,8,^,204 

,m 

31150 t>A T A IS, 3, 200, 201, 201, 201, 2*2, 13, S, ft, A 

8, 203, 204, 204, 204, 205 
3060 DATA 15,6,206,206,10,6,3,209,211 
3070 DATA 15,4,212,214,10,6,3,215,217 
3080 DATA 1^5^1»,1i^,22l,1^7,221,221,1t 

,&,B, 219,219 
3090 DATA 15, 7, 219,219,8, MB, 221, 221, 15, 5, 

223,B, f 1 ,222 
3100 MTA 15,11,224,225,226,8,6,8,10,227,22 

&,229 

3110 &ATA 15, 3, 230, 231,232,8, ft, |,1«l,235,234 
,235 

3120 DATA 15, 4, 236,. 21-6, 236, i # 6,&, 10, 237, 237 

3130 DATA 15, 4, 233, 2^,25*, 3, 1^,239,239 
,239 

3140 JlATA 15, 10, 241, 6, 10, 2+2,3T, 1,1, 15, 5, 24 

3,6,t0,Z44 
3150 MTA 15,5, 243, A, 10, 244 
316& aS^' m :FPR i=1 TO fi'REA& diit-al + CHUHd 

) : NE sc T : nCTURN 
3170 RESTORE 3260:STMflOL AFTEfr 200:nEHOHi & 

A2FF 

31&0 SOiWB 129,1000,80,10,1,1 rSQUUb M&00, 
0,10,1,1t5&UND 1,1000,0,10,1,1 

5190 MO&E 0:IJ*K 0,0;PEN 1 : PRINI : P11 1 NT :PRJ Ml 
: PRINT ;PH INT ;PI^NT;PI|i NT: PRIKT: PRINT 

5200 t&xtS=' r jLFF5FR0t":WSUB f300 

3210 i=Bft300 to M414 



3220 READ dS:d=VAL< h t H +d*> 
3230 PptE i,d;NEIT 
3240 CALL &A3O0 
3£5& RETURN 

3260 DATA 01 ,0 C , A] , 2 1 ,0ft ,A3 , C D , D 1 ,BC , C9 ,00, 

00,00,00, U, A3 
3270 DATA C3,45,A3,C3,6fr,A3,[3,95,A3,C3,&J, 

A5,4C,53,43,52 
32S0 DATA B1, 52, 51, 43, S?,&1,4C, 53^45,52,02, 

32,53,43,52,82 
3290 DATA 00,ISi,6E ,00 , D&,23, D^,23,2D,2fi, 00, 

29,29,29,29, 15 
5300 DATA Dt,29,29,19,c9,F^,CS,31,A3,11,00, 

C0,19,33,06,03,C5 
5310 DATA E5,i1,23,01,4E,00,tA,fS,lB,lA,ED, 

BO, 12, F1, 13, 12, 01,81,07,09, CI, 10 
3320 DATA ES,f 1,3D,Z0,D9,t9,F5,CD,l!,A3,11, 

+F,C0,t9, 20,06,06 
3330 DATA G5,E5,D1,2M1,4E,00.,1A,F5,13,1A, 

ED,Ba,12,f1,1B,12,01,ilF,03,09,Cl 
3340 DATA 10,E6,Fl,3D,20,D9,C9,r5,€D,31,A3, 

11,02, C0, 19,06 
335B DATA 03,CJ I ,£5,D1,06,02,1B 1 ,1A,F5,FE,&4, 

33,02, AF, 12, 10,FS, 06, +E,7E,FE, 04, 31,04 

,12,5£ 

3360 D AT ft. 00, 77, 23, 13,10, F3, 06,02, Fl,FE,04, 

3B,0T,12,13,10,F7,01,62,07,O9 
3370 (ATA Cl,f0,tF,Fl,3D,2fl,C1,C9,F5,CD,31, 

A3,11,4D,C0,19 
33S3 DAT* 06,0*,C5,E5,Pt^|fef2/13^%Fi 

04,3S,02,AF,12,10,F5,06,4E,7l,FE,04,36 

,04,12 

3390 6ATA 3E,|&,77,2&,10, t0,F5,&6 ,02, F t ,f E, 

04,38,01,12,1&,10,F7,01,4E,03 
340& DATA 09,Cl,1O,^F,f1,36,20,C1,C9 
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At the VIRGIN GAMES CENTRES, we've worked 
long and hard to put together the UK'S BIGGEST 
RANGE Of COMPUTER SOFTWARE GAMES. We've 
got an unrivalled selection of. . .Adventure Games, 
War Games, Classic Games, Family Games, Sports 
Games, Business and Educational Software, For 
Spectrum, Qi, Atari, BBC, Electron, Commodore 64, 
Commodore Cl6 r Commodore Vic 20, Elam, Enterprise, 
MSX, Amstrad and Oric machines. 

Pius a large stock of utilities, peripherals, chess computers, 
books and magazines - and a range of Sinclair, 
Commodore and Amstrad hardware. 

a nt fb** And MyQvfifid choosing software hard, 
I fyUr we have knowledgeable staff to help you. 




GAMES CENTRE 



172 Union Street Aberdeen • 94/96 Briggate, Leeds - 22 Oxford Street, London W1 



* NOW AVAILABLE FOR THE AM ST RAD CPC 464! ! 

WIN THE POOLS? 



SreCTADRAW 3 - TH E LATE ST VE RSIO H OF THE 1 
ORIGINAL AND BEST POOLS PREDICTION > 
PROGRAM FORTHE48K ZX SPECTRUM M J 



AND NOW . . . AMSTRA- DRAW - THE FIRST H^^Sf 
POOLS PREDICTION PROGRAM FOR THE 
AMAZING NEW AMSTRAD CPC 464 f! - ^ v 





• S jpphed with Database containing data on over 10 H 0O0 matches 
since 1930' 

# You update the Database each week - but no tedious typing, as 
team and division names already in program! 

* Errors easily corrected - the program even checks your entries! 

• Comprehensive instruction manual and menu driven program - 
easy to use, euen for a newcomer to computing ! 

• Will forecast the feast likely draws for those who prefer to bet on 
fixed odds! 

* Built in perm generator - complete your coupon direct from the 
screen! 

• Fully pri krodi ivc compati ble ! (Spectadra w only). 

* Compatible with Currah Microspeech - the first pools program to 
read you its predictions! (Spectad raw only). 

SpectadrawS for the 48 JC Spectrum £9.95 inclusive 

Amst ra- D raw for the Arnstrad CPC 464 £9. 9 5 incl us; ve 

{Cheques/PC^ payable to B. S. McALLEY) 

We dispatch every Monday with the database m^de up to include all 
matches up to the date of dispatch. 

SPECTADRAWtDepftCUXl Cmvleaze p ChinriorOjffordOX94TD. 

flfel: 0844-52426) 
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MICROCOMPUTER WORLD 

i T LANE CLOSE, 

LONDON Sm TEL. 0 1-452^0883 
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NEMESIS ADVENTURES 

'ARNOLD TEXT ADVENTURES A HE LIKE A BHEATH O F FRESH AIH 
T. KEN B!£. P0PCQM WKLYDEC 1984 
THE TRIAL DP ARNOLD BLACKWOOD. 
ARNOLD GOES TO SOMEWHERE ELSE 
THE WISE AND FOOL OF ARNOLD BLACKWOOD 
Each adventure EE .50 indusfve. 
NEWTTTLES 

ANGELIOUE:A GRIEF ENCOUNTER EE.5G INCLUSIVE 

BRAWN I*HEE... a budget price inlroducta la adventuring at E2.00 

(Yes! Turn) only. 
Chqs.PDs for same day dscpatch Id, 

I D Garlaw Road, Ringsleai, 
NDRTHANTS, NN14 4DW. 
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CLASSIFIED AD ORDER FORM 



Please write your copy in capital letters on the lines below and send to: 

Classified Ads, Arnstrad User, Brentwood House, 
1 69 King's Road, Brentwood, Essex 

Rates: 

Semi display £5,00 per single column centimetre (£4.50 for 6 insertions) 
Wordage 25p per word (Minimum 1 0 words) 
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Join mr Hera 
on a space 

and time edyssey 
through 53 screens, 
collecting crystals 
and staying alive 




Software reviews 



CATASTROPHE 




This is one of the simplest and addictive games I have seen 
on the Amstrad so far, and, once hooked it is difficult to resist 
playing just one more game in the hope of reaching the 
ultimate target. 

Well, what's it all about? You have a company helicopter at 
your disposal With this helicopter you must pick up 
prefabricated building blocks from the supply ship and place 
them carefully one by one onto the building site, Having 
mastered placing the blocks in just the right position so that 
they don't fall off into the sea, the task in hand appears easy 
enough. The weather, however, is not under your control and 
you only have a day in which to reach your target score- But 
don't be misled by what is happening to the building site to 
the left of the screen since the computer positions its blocks 
in a random manner. Choose your own strategy and stick to 
it! 

For each block placed^ 100 points is awarded to your score 
and for each storey constructed, a bonus of &00 points is 
given. Therefore it is worth concentrating on an individual 
storey to obtain the maximum number of points possible 
during the time allowed for each days work. As far as other 
points of strategy are concerned, I will leave it for you to find 
out for yourselves. . . . 

Every now and then an overhead flying aircraft appears 
from the edge of the screen. Beware of a collision with this 
aircraft as it will result in the loss of one of your four 
helicopters. If the lighthouse starts to flash watch out for a 
change in the weather; earthquakes and hurricanes are not 
too drastic but an electric storm could hinder and perhaps 
ruin a whole days work if not enough thought has been given 
to the overall construction of the site, In other words, aim to 
build a construction that will withstand the most arctic of 
conditions. Once you have reached the target for the first 
day, a new target is given and you go on to the second day 
and carry on thus until the game is finished. 

On start up, there are two levels of play to choose from 

-amateur or professional. The only real difference between 
them is that everything happens very much faster on the 
professional level, and that the daily score targets are 
slightly higher. Although it isn't stated on the instruction 



page j it is poesi ble to play the game with two players using a 
JY-2 and another joystick plugged into the back. Don't 
forget to choose to do so before the game commences, 
otherwise the computer will begin to play as if it is in one 
player mode. 

The screen graphics complement the simplicity of the game 
and it is quite fun just to watch in demonstration mode, Look 
out for the rising of the sun at the start, of the day and setting 
at the end. 

Overall we H worth a look at, although as it is such an 
addictive game its a shame that there is only the one screen 
to play... 

AUTHOR: AMSOFT/ ANDROMEDA SOFTWARE LTD 

FORMAT: „ Cassette 

PRIC E ! £ b - 9 5 

GRAPHICS: *** 

PLAY ABILITY: **** 

ADDICTIVENESS: **** 

OVERALL: **** 

MR. FREEZE 




This is a typical ladders and platforms type of game where 
the objective is to work your way from the bottom of the 
screen to the top by avoiding the many nasties and pitfalls on 
the way, The scene is set in the inside of a fridge which has 6 
compartments (6 screens) in all. Each has to be de-iced. The 
special de-ice button is located, of course, at the top of the 
screen and having made it that far, you must fight your way 
back down the platforms to be able to proceed to the next 
compartment 

It all sounds very easy, and it would be if it weren't for the 
laser guarded stairs, They are very tricky to negotiate at 
first but once mastered the task does become much easier. 
The only weapon that you possess against the other horrors 
that await, such as flying food, guardian robots and ice cubes 
is a flame thrower. This, incidentally, isn't any use at all to 
fight the lasers. 

Fortunately s the compartments need not be de-iced in any 
special order. It is therefore possible to tackle the easier 
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screetis first for practice before trying your luck at the 
harder ones. Our hero Mr. Freeze has 6 lives and as each is 
lost he is turned into ice before being reincarnated to 
continue the quests 

I thought it was rather a shame that there are only 6 
screens to negotiate (although some are very difficult) since 
once the timing of the jumps has been perfected and the 
lasers mastered, the initial impact of the game is lost, I found 
the graphics rather uninspiring. Although r to be fair they 
were very distinctive on the green screen monitor, For those 
without joysticks there is a sensible keyboard option, 
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OVERALL: Z ** 

THE PRIZE 




This is a shoot-them-up game based within the confines of a 
maze. The ultimate objective is to find The Prize 1 by solving 
the mystery of the maze with the help of your spaceship 
Almazoon. It is nicely presented with colourful and smooth 
graphics and all the necessaiy noises which go hand-in-hand 
with this type of game. 

The overall task is simple enough. You must, however, be 
prepared to persevere as the maze can become surprisingly 
confusing and finding your way bo a particular spot whilst 
dodging a multitude of nasties can be difficult. Apart from 
avoiding untimely death, your main task is to explore and 
collect, in numerical order, the code pods which are scattered 
around the inner walls of the maze, After having collected 
all the pods, you must find your way to code pod B which will 
transport you to the next level where there are more code 
pods to collect until eventually you find yourself on level 4 
where the treasure is to be found. 

As you negotiate and pass through each maze portion, the 
screen changes to a continuing section in which you'll find 
another selection of nasties, The obstacles appear in four 
different forms; mutants, crushers, death drones and 
messengers, As their names suggest they can all be lethal. 
Both the crushers and death drones require lightening 
reflexes and it can take some time to decide on the best 
course of action when confronted with these. With time and 



practice, however, success can be achieved, but often with 
the result of continuing to another screen in too much haste 
and colliding with some other unexpected nasty. 

Fortunately some of the guardians can be destroyed on 
contact, thus preserving some of your precious laser bolts for 
more desperate use. At the beginning of play, you have 75 
laser bolts on board which, surprisingly, are soon reduced to 
none. Supplies can easily be replenished, however, at the 
Power Plant located on each level* 

Energy bases give you the required boost to become 
immune to the effects of the guardians. These are the most 
useful means by which you can explore and collect the cede 
pods at leisure! Unfortunately, the immunity factor is only 
given for a undetermined amount of time and it never seems 
to be long enough .... 

If you enjoy a game which involves tearing around the 
screen and shooting at everything in sight, but with a 
certain amount of strategy and thought involved then this is 
probably for you. 

I didn't quite make it to level 4 so I cannot hint as to what 
prize awaits you there, but I trust that it befits the 
determination it would take to reach the end of the game. 

AUTHOR: AMSOFT/ARC ADE SOFTWARE LTD 

FORMAT: Cassette 

P^^lt' I lllllllf PIIFMM1IIIIIIIIIM t*»¥MMff# FPP I'+'tf ■ 

GRAPHICS: *** 
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ADDICTIVENESS: *** 

OVERALL/ HhHwt^ *** 

GHOSTBUSTERS 




After al moat everyone saw the film "Ghostbusters^ the 
computer game was lined-up to be a hit, First of all there was 
the Commodore version (people tell me this is the best for 
graphics, sound and playability) which zoomed up towards 
number one in the top ten, Then came the Spectrum version 
that was obviously not as good as far as graphics and sound 
were concerned, but still, two versions were in the top ten. 
Now it's Arnold's turn. YouVe got three ghostbusters and a 
ghost-inhabited city. Once loaded, you'll you find yourself 
tapping your foot along to J Parker Junior's catchy tune. 
You are then asked to buy a car. Prices range from $200 for a 
VW Beetle look-alike right up to a $15000 sports car, Then, 
equip your vehicle with various ghostbusting weapons; 
ghost traps, marshmallow man detectors, PK energy 
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detectors and a pair of gogglea that let you see ghosts. 
After loading-lip > you set-off around the city. You have to 
move your famous "Ghostbusters" sign around blocks in the 
city, This maps your route to your destination. If you should 
pass a ghost you will have the opportunity to 'bust 1 a ghost 
with your vacuum cleaner. On reaching your haunted house 
- highlighted in flashing red - you have to Jay a trap and 
ensnare the ghost. This requires a great amount of skill, as 
you have to catch the ghost between the beams of your 
nutrona wands. If you should fail to do this, the ghost will 
'slime' you. The quicker you react to an emergency call, the 
mofe money you obtain for catching the gho&t in the trap. 
When all your traps are full, or if two men get 'slimed 1 you 
will need to return to HQ. If you have earned enough money 
from ghostbustingp you will be able to enter the dreaded 
Temple of ZuuL This is where you must go and close the 
Temple gates to stop Keymaster and Gatekeeper from 
meeting, Marshmallow man is there -so watch out! 




Unfortunately, there is no real variation in the game. 
Initially, it is great fun and the musical is wonderful Once 
the attraction starts to pale, however, I reckon it would 
gather dust more quickly than usual as its addictive 
qualities are lacking. 
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Hunchback II 

No prizes for guessing that this one is the follow-up to 
Hunchback, Subtitled "Quasimodo's Revenge", this is one of 
a aeries of games released by Ocean all using a speed 
loader/protector (all of 15% faster than normal) and all of 
which fail to work on a 664, 

The game starts with a garish loading screen which 
disappears three and a half minutes later, giving way to 
some music which sounds so jarring and wavery that it is 
almost funny. You select your options and the screen comes 
up with "Ready ?". Ready or not the game starts five seconds 
later but you do get hold and abort keys- Hie program does 



allow you to use either the joystick or to define your own idea 
of what makes a good keyboard control 
The plot consists of wandering through five screens 
collecting The Bells (Der Bells made me dith way Mathter) 
while avoiding the best efforts from the bat population and 
the Notre Dame and District Ladies Archery Association, 
Successive screens add fireballs^ cannon balls plus what look 
like low flying clods of chilli con came and are just as 
devastating. 

You leap on to moving ropes f platforms and hooks to get 
from one platform to another. Strangely, you can manoeuvre 
yourself in mid air with the joystick thus defying Newtons 
Law of Commotion, This is necessary because you don't seem 
to stick to a moving rope, platform or whatever unless you 
are moving a little bit sideways. Persevere, it is possible* 




The last screen has you shinnying up ropes to push clappers 
against some large bells. Ring all of these and you get to see 
(but not kiss} Esmarelda. She is only 3x2 character squares 
small but at least she is there . 

The Quasimodo character is quite well depicted and 
animated as long as he doesn't try climbing a rope, Then he 
looks like one of those small green beetles that falls into your 
picnic when you sit under a tree. 

Animation of the other pieces is not quite so good, the 
cannon balls especially seem to flicker like a dying striplight 
when they get near the bottom of the screen and the clappers 
on the last screen are none too steady. 

There is a high score table „ you move a cursor around and 
select your letters from a table on the screen. You can only go 
backwards or forwards and the rubout does not work 
properly thus giving rise to some very strange names and' or 
swearwords, 

This game is recommended for all budding campanologists 
T but did not have much lasting appeal to me. Some people 
might like this game and it is better than its predecessor. 

AUTHOR .. r ..did . d , +i ii h i4 h +++++++ »■•< h h n i l . . . OCE AN 

FORMAT . . h**-k-k-k-k ++++++> i > * pp* Cassette 
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Continued on page 66 
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3D LANDMARKS 

YOU CAN FLY AROUND 



SUPERB REAL 
TIME SIMULATION 



MYRDDIN FLIGHT SIMULATION 




AMSTRAD CPC 464 



MANUAL 




FULL SCREEN 
DISPLAY 




Here are some screens from atypical flight showing the view from the cockpit (top half of screen) 
produced as printouts of the actual simulator. 






•frt 







I 





j 



+ 










A real time simulation with 3D graphics uses a massive 64000 x 64000 longitude & latitude flying 
area, making each flight completely different. Developed under pilot instruction to give realistic 
flight effect. The view through the cockpit gives moving 3D graphics. 

Comprehensive instrument panel with moving needle meters & digital displays. 15 aircraft types 
with varying control sensitivities & speeds of between 100 - 500 knots, 

3 runways available for refuelling, takeoff S landing. Ground and landmark orientation correct with 

all flying attitudes (rolls etc.). 



The3D graphics are still accurate when 
you fly upside down. 

3D landmarks you can ffy around. 

Comes complete with manual & fully 
detailed chart of landmarks & airfields. 

Joystick or keyboard operation. 



It your local dealer doesn't have it in 
stock yet, order from us direct 
For despatch within 48 hrs. 
(usually 24 hr$.) r 



i 

l 



MYRDDIN SOFTWARE, PO BOX 61 p SWINDON, WILTS. 
Telephone: {0793) 40661 

Please send me ...... . Flight Simulators) by return of post for 

the Amstrad CPC 464 

Address P , , , , , ; . , , , 

nirni..ii.....iLa..L.jLL.j.....ji, >. POS (C Od ^ .11.. . ....... . . , , , 

Cheque enclosed for £1 1.95 INC P&P (CASSETTE), £1 5-95 
INC P&P ( DISC ) OR Debi t my Access A/C No, 3 



OR Telephone through your Access Order. 

S"!Qr"lSd , . p , . r . i . lli. 
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101 Naughty Things to do 



with The 6845 



by Adam Denning 



Warning! Amsofl disapproves of a lot of 
the tricks in this article. This is because 
they do not use the legal calls given in the 
firmware manual and so they will not 
work on a I! machines, worse the 
firmware may become confused and not 
beha ve as expected. 



The impressive screen display capabilities 
of the GPC464- and 664 are due in no smalt 
part to a chip inside the machine called the 
6845, This isn't a very impressive name, bo 
it is often referred to as the *GTRC\ which 
stands for "Cathode Ray Tube control ler' H Its 
purpose is to look after the screen mode and 
make a display able picture out of the data it 
finds in the screen HAM 

The screen RAM is an area of the CPC464*s 
random access memory which is devoted to 
holding the screen image details. As you 
know, a screen is formed from various 
textual characters such as V and so on, 
and graphics such as lines and circles 

The 6845 is capable of looking after all 
these things for us, giving the CPC464 what 
is known as a 'hard screen', as it is 
controlled by hardware rather than by 
software, A purely hardware controlled 
screen lb able to manipulate screen data at 
very high speed, but unless the computer 
manufacturer has spent a fortune on 
choosing the most impressive chip 
available, it can't do as wide a variety of 
things as a fcafl? screen. 

A soft screen is not as fast as a hard screen 
because the microprocessor in charge of 
overall operation* has to take time out to 
look after the production of the screen 
display, while those computers using a chip 
to do this can speed things up by sending the 
chip a few simple commands and leaving it 
to get on with it. 

Those nice guys at Locomotive and Aimoft 
have not been stupid, They've seen that 
they somehow had to come up with 
something almost as fast as a hard screen 
but at the same time as versatile as a soft 
screen. So they compromised, and used a 
mixture of both types tq get the best of both 
worlds. 

Of course, there are always applications 
where you wish that something was not 
quite what it is, but then the ingenuity of 
programmers wouldn't be called into action 
so frequently if everything was perfect. 

Well, you pays your money and you takes 
your choice, and we've got- ourselves a 8845 
sitting in the middle of the machine ready to 
be programmed and produce some sizzling 



special effects. You'll be pleased to know 
that really expensive computers like the 
IBM PC use a 6845 to look after their 
screens, as well. One ever-so-slight problem 
with the 6845 is that it's not that easy to get 
to grips with programming it, 

When the CPC464 is left to deal with the 
6845, it's well behaved and produces 
displays in all three screen modes as 
expected, Part of the compromise involved 
with soft/hard screen choice is that the 
cursor (the little flashing square just ahead 
of what you're typing) is not controlled by 
the U845, and neither is the selection of 
colours. The 6845 is certainly able to look 
after the cursor, but not on the 4ft4. 

The Amstrad's operating system programs 
the chip most of the time, setting the Tiase of 
the screen', the number of characters which 
can be displayed in a given mode, and so on. 
We can alter all this, setting the base 
add ress of the screen to any of four places^ 
and altering the number of characters (and 
their size) whieh may be displayed at one 
time. 

To see how we can do this, let's take a quick 
look at the insides of the beast. We see that 
it has 18 Registers', which are similar to 
memory locations except that they're 
located inside the 6845 rather than inside a 
memory chip. These registers are used by us 
to tell the 6845 what to do, and by the 6845 
to reassure us that it's doing everything just 
as we asked, 

Fourteen of these registers are "Write only', 
which means that we can put data into them 
(we ll see how later) but we can't get 
anything from them. They are similar to 
memory locations which we can POKE but 
not PEEK (WOM - write-only memoiy). 
Two other registers are 'read only r h which 
means we can read whatever the 6845 puts 
in them, but we can't put new values in 
there in the hope that the 6845 will do 
something with them. If we do try to write to 
these registers, the CPC464 hardware 
ensu res that our efforts are i gnored . 

The final pair of 6845 registers bear much 
more relation to memory locations, as they 
can be written to and read from. They are 
known as L read ■■' write 1 registers. 

Now, to select which of these eighteen 
registers we want to communicate with p we 
have to put a value into another of the 6845 
registers called the 'address register*, This 
value which we put into the address 
registers is used internally by the 6845 to 
point to one of its registers. 

The first register is 8 bits wide* which 
means that it is the same size as a memory 
location (1 byte) and can hold any number 
from 0 to 255. This register determines the 



"horizontal sync frequency^ which is related 
to the number of characters which may be 
displayed on a line, It is one of the 'write 
only' registers' and we'll refer to it as EO. 

The second register is also 8 bits wide and 
write only, and holds the number of 
characters displayed on a line. It's RL 

The third (8-bit, write only ) register is R2 
and determines how far off the edge of the 
screen the display starts. The larger the 
number in here, the more leftwards the 
screen starting position. 

Don't alter the next register (R3) unless 
you want an unreadable screen, as it 
determines the H sync 1 , If the sync is wrong, 
the display goes haywire fit isn't dangerous 
to the machine, but it isn't a very useful 



The next register (H4) is 7 bits wide and 
write only t and together with the next 
register determines the 'vertical sync 
frequency*. 

See above for the description of R6 (5 bite 
widew/o), 

R6 is 7 bits wide, write only, and 
determines the number of characters which 
fit down a page - in other words, the number 
of rows on the screen, 

Most of the other registers are concerned 
with light pens and cursor positioning 
(which isn't used on the Arnold), except for 
R12 an R13 which together form the base 
address of the screen. The C PC 464 
hardware limits us a bit here, and only 
allows the screen base address to be at 0000, 
40000, 80000 or CO00 fall numbers in 
hexadecimal). 

Now that we know a bit about the thing, 
let's have a play and see what we can do 
with it. 

To be able to program a peripheral chip' 
(which is what the 6845 is) in a Z80 system t 
we have to know which *port r it lives on. As 
the 6846 has quite a few registers, it also 
has quite a few port addresses. The 
important one to use is &HBCxx (the L xx s is 
unimportant, and can be anything from 00 
to FF), which is the port address of the 
address register. 

We can't PEEK or POKE the ZSQ's ports, 
as they are not 'memory mapped'. We have 
to use the special Basic instructions 1NP 
and OUT instead. 

First trick, then: type 



QUTSHBCB0,0:OUT8HBD0B,126 



Well, it might be useful for something! 
Now for a bit of sideways scrolling, try th is 
program- 
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10 FOR a-0 TO 50 

2OQUT8HBCfl0,2 

30 OUT 8HBD00 / a 

40 FORB=0TO 100;NEXTB 

50 NEXT a 



By altering the value of the FOR. NEXT 
loop on line 4(X you can get some really 
sappy scrolling effects, They could give you 
some great game ideas. 



So what do we do to get vertical scrolling? 
This is a bit harder, as we would normally 
alter the screen ba&e address very slightly 
to make everything barrel-roll by one 
character, As the hardware inside the 
CFG 464 stops us from doing thm, we cart 
only implement a slight vertical scroll. 

We do this moat effectively be altering the 
value iu register R5, By making this vary 
between about 10 and -10, we can make the 
screen jump up and down by small amounts. 
If we go too much out&ide these limits, the 



6845 loses sync and the picture starts 
rolling endlessly. 

Now for total madness, we could combine 
the two and get a diagonally moving screen. 
The program below does this, but it gets a 
bit out of control at time. Experimentation 
with a few values here and there should 
produce some useful routines for use in your 
own programs. 



10 


whi le 


1 


20 


for a= 


0 to 50 


30 


OUt &HBC00 ,2 


40 


out BHBD00,a 


50 


OUt 8HBC00, > 


60 


out 8HBD00,a 


70 


for b= 


0 to 50:next b 


80 


next a 




90 


wend 





As we said at the beginning, and as you 
have probably discovered by now h 
programming the 6845CRTC may not. be 
the easiest thing in the world but it is the 
most fun! 

By playing around with various other 
registers, randomly outpntting values to 
each one (try a few in combination, too), 
you'll be surprised at what effects you can 
drag up, With a chip as powerful as this, 
most things are possible and it all adds 
enormously to the scope of the machine. 




Convert your 664 into a 464 



A retrograde step ? Cliff 
Lawson explains why 
this is not always the 

Those lucky people who now have a 
CPC664 will most probably have rushed out 
and bought several Amsoft games cassettes 
to try out the machine while waiting for the 
disc based software to appear m the shop*. 
Unfortunately, you may well have 
discovered that several of these games 
(Codename MAT and Pyjamarama for 
instance } will not load, but stop with a 
"MEMORY FULL' error. 

The reason for this is not due to any 
incompatibility between 464 and GG4 
machines. (the same thing happens on a 464 
with a disc drive J r It is caused by the disc 
ROM which claims 12S4 bytes ot memory 
for its ow r n use. On a 464 with disc the 
solution is simple -just don't switch the disc 



on before switching on the computer. With a 
664 p the disc ROM will always be powered 
up when the machine is switched on - there 
is no simple hardware solution by which 
BASIC can reclaim the memory used by the 
disc firmware. 
Help is at hand - if you type in the short 
program below and save it on a disc, then, 
whenever you wish to load one of the 
memory guzzling cassette programs, just 
pop the disc in and run the program. You 
should be met with the message 'BASIC LI 1 
(or 1.0 if you use it on a disc based 464). 
PRINTing HIMEM should now return the 
value 43903, rather than 42619 when the 
disc was working, A side effect of this 
program is that none of the disc commands 
( I TAPE, I Qm,ete) will function at all - the 
machine acts just like a tape based 464, 

1*0 ME AMY ft7FFF 
2§fl entn-88B*0 
210 s.uffi'B 

ZH FDft addr=0 TD Svi 



230 ft£AB fcyttt 

HI POKE entr7tiddr,VAL<"4 B, *hyt*l) 
250 5Ui=iUi*VALC h S"tbyte*> 
Z60 HEJCT add,- 

tH IF 1UI <> 6*58 THEN PAINT "Da-.a prrg. 

280 CALL <n try 

500 PSSNT HEXHauj) 

511 DATA cd^cA^bc/7a,h3,?0, B5,*4, 00,11,0 

6,cl,edj5 3,3c ,Bfl 
320 DATA *d,4J,3e J M,21^c,Bfl,*«,fe / cd,l 

11* flATA edj4h-,3c,1LMMere?f3Z,th,bt,2 

2,»,B0,79 # ;2,3M« 
34fl (ATA 11,4M^MMMMM0i*M 

0jIMM0jD?,00 



These lines were mis^d from Jast 
month's Writing Adventures listing, 

969 FflRiM to2QDfliNEXn 
96SWI0U0O 
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Win a Printer. Win a Print 
Printer. Win a Printer. Wir 



r 






COMPUTER 

Official Competition 
Entry Form 



Name 

Address .. 



I 



These two people are the directors of the scltware house 
Domark\ They got togged up to promote their new game 
View to a Kill" named after the new James Bond movie One 
thing you can afford to do if you are a rich director is go out and 
buy a printer. In response to the many people who are not 
company directors who have written in and asked, we are 
offering a free printer. Better than that we are offering three 
free printers. The people who really deserve the thanking are 
Datastar systems UK, they have given us three of thier brand 
new Gemini Star printers. The new mode! of the Gemini Star 
sounds really good. It offers near letter quality (NLQ) printing 
and is both fast and fairly quiet. Each printer is worth scout 
£300 so if you don't enter you could really be missing out- 

How to win. 

Winning is simple. Put a caption to the photograph. The three 
entries which make us laugh the most wilf win , 



Rules 

1 The winners will be the funniest three entries wi ch have 
a rri ved at the Am str ad Com pu ter U ser office byJuly 30th . 

2 There is no limit to the number of entries any individual can 
make, however each entry must be on an official entry form; 
photocopies are not acceptable. 

3 E ntries s ho u I d be sen t to : Am st rad Com pu ter U ser, 

Data star Printer Competition, 169 Kings Road, Brentwood 
Essex,CM144EF. 

4 No correspondence can be entered into regarding the 
competition, Entries cannot be returned, 

5 The judges' decision is final 

6 No employees of Amstrad, Amsoft, or Amstrad User, nor 
t he i r re la ti ves may enter. 



Win a Printer. Win a Print 
Printer. Win a Printer. Wit 
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AMSTRAD INTERFACES AMSTRAD INTERFACES 



COMPUTER 
HARDWARE 

THIS IS NOT JUST A MODEM, BUT A COMPLETE SYSTEM, NOTHING ELSE TO BUY *** — £ ffflFTWARE 



Incorporating aerial and parallel interfaces, to allow software control of all functions, each feature" 
control] ed from basic wi th the bar command^ cal I from m/c or on entering bar modem all con trol s are 
menu driven for ease of use, be I i/ccitt standards 300/300 600 
1200 1200/75 75/1200 fill] & half duplex, auto dial and auto 
answer CONTACT BULLETIN BOARDS, PRESTEL 
COMPATIBLE, SOFTWARE BULITIN ON ITS OWN 
SIDEWA YSROM, UNIQUE PANEL DISPLAY, IT DISPLAYS 

WHAT THE MODEM IS DOING, MODE OF OPERATION, AND DIGITS WHEN AUTO DIALING, 
STANDARD B.T. PLUG CONNECTOR 

NOTE THIS MODE M IS NOT B.T, A P P ROVED 



** MODEM ** 
^ £153*00 



± QTTlirW A Yd "ROM * THE UNIT HOLDS 4 ROMS, EACH CAN BE 2,4,8, OB 16K IN 

OAJJIZj " A x ° AWiTi n SIZE INCORPORATING A DEVICE TO ALLOW *SLOWER* 

. . . , £26.05 & & 4f 4- ROMS TO BE USED LESS THAN AMSTRAD SUGGESTED 

^^^^ " ^^^^ ann „ TH AT MR AMR f^HF A PFR RfrME FRFF I ITTf TT Y ROM 



20011*, THAT MEANS CHEAPER ROMS FREE UTILITY ROM 
WITH EVERY UNIT. 



mm 

COMMUNICATE WITH YOUR 

MODEM 
TALK TO OTHER COMPUTERS 
USE SERIAL PRINTERS 
SPLIT BAUD RATES 
STANDARD 25 WAY 'D' CONN ECTOR 

£39.96 



PARALLEL POKT 
MAKE THAT ROBOT MOVE 
CONTROL ELECTRICAL APPLIANCE 
TWIN S BIT PORTS OPERATES DIRECT 
FROM BASIC 
WAY 3PEEDBLOCK 
CONNECTORS 

£22.57 



BIT PRINTER PORT 
UAKE USE OF THAT 8 BIT PRINTER. 
ALLOWS CHARACTER CODES 
ABOVE l2flf<lE0TO255) 
PLUGS ISBETWEEN CENTRONICS 
PORT AND PRINTER 
CABLE 



£17,35 




ALLUNITS ARE CASED AND HAVE THROUGH CONNECTORS * PLEASE ADD V AT, * 

15 HILL STREET, HUNSTANTON, NORFOLK PE36 SBS. TEU04853)2076 'ELECTRONICS 



AMSTRAD 



LOAD 
&RUN 

OUR POLICY FOR 1985 IS TO PROVIDE SOFTWARE THAT EVERYONE CAM AFFORD. 



"WE HAVE FAST RETURN SERVICE BY 1st CLASS POST FOR SOFTWARE ON RECEIPT OF ORDER" {Out of 
stock items are automatically bac*. ordered and usjatty follow in a week} 

AND ALL PRfCES INCLUDE P&P, IN U.K. FOR EUROPE ADO 50p PER ITEM OF SOFTWARE. FOR HARDWARE 
ADD £2.50 PER ITEM UNDER E50, E5.5Q PER ITEM IF OVER £50 AND UNDER £200. OVER THIS JUST ADD 
£10 00. DOUBLE THESE COSTS FOR REST 0 F WORLD. 

ANDYOU GET A Mp OFF NEXT PURCHASE VOUCHER WITH ANY SOFTWARE ORDER OVER £15. 
ANDWE DON'T JUST CUTTHE PRICES OF A SELECTED FEW TO THE BONE, EVERYTHING IS DISCOUNTED. 



GAMES 



BOOKS 




UTILITIES 




DISC SOFTWARE 




THE WORKING AM STfl AD 




MINI OFFICE 


E 4.95 


ROLAND! N SPACE 


£ 9.9& 


THE 4G4 EXPLORED 


£7.95 


DEVPrC 


mm 


ROLAND INTIME 


£ 3.95 


MACHINE CODE FOR BEGINNERS 


E6.S5 


HISOFT PASCAL 


£27.00 


SNOOKER 


C 


464 ADVANCED USER GUIDE 


E6.&5 


HOME BUDGET 


£15.25 


CHESS 


£ S.95 


AMSTRAD GAMtS BOOK 


£4.95 


PITMAN TYPING TUTOR 


£ 7.50 


PASCAL 


£31.95 


SENSATIONAL GAMES FOR 464 


£5. 95 


EASI AMSCALL SPREADSHEET 


£14.75 


DECISIONMAKER 


£22 95 


AMSTRAD COMPUTING 




ADVANCED AMSWQRD 


£16.50 


MlCflOSCRlPT 


£39 96 


PRACTICAL PROGRAMS FOR 464 


£6.95 


MASTERFILE464 


£13.95 


MSCflOPEN 


£39 96 


YOUR FIRST AMSTRAD PROGRAM 


Oiilb 


MACHINE CODE TUTOR 


£12,25 


ADVAMSWORD 


ClftlS 


COMPUTER CHALLENGE FOR464 


£&.9S 


THE QUILL 


£14.95 


SCREEN DESIGNER 


£15.95 


ACHJLDS GUIDE TO THE 464 




SCREEN DESIGNER 


£12.25 


THE QUILL 


£20 95 


1 NS mO OUTS OF THE AMSTRAD 


SM 






MASTEHFILE 


£22 95 










STARWATCHER 


ft&2& 


ADVENTURE/STRATEGY 








PROJECT PLANNER 


£22.35 




HARDWARE 




ENTREPRENEUR 


£22.96 



FOOTBALL MANAGE R 


£ 6.26 


C PC 664 (MONO) 


□25.95 


CLASSIC ADVENTURE 


£ 6.50 


CPC 664 (COLOUR) 


£435 95 


BRIDGE PLAYER 2 


£ 7.75 


m JOYSTICK 


£ 9 95 


KNIGHTLORt 


£ fl.45 


DMPIPRIMT^R 


£115.55 


FOREST AT WORLDS END 


£ 496 


DDI DISC DRIVE 


£195 95 


EMEflALDfSLE 


£ 5,65 


10C-15BLANJC CASSETTES 


C 165 


RETURN TO EDEN 


£ 7.75 


103" DISCS 


£ 35.00 


BATTLE FOR MIDWAY 


£ 7.75 


AMSTHADSP=ECH 


£ 34 95 


SOFTWARE STAR 


£ 6.3S 






LORDS Of TIME 


£ 7.75 







3D STAR STRIKE 


£ 5.95 


DALEY THOMPSON DECATHLON 


£ 7.7& 


G1UJGANSG0LD 


i 5.95 


KILLER GORILLA/GAUNTLET 


£ fl. 75 


EVERYONE'SAWALLY 


£ 650 


PYJAMARAMA 


£ 6.45 


CLASSIC RACING 


£ 6.50 


ALL ROLAND GAMES 


£ 6.50 


MASTEH CHESS 


i 6,50 


SNOOKER 


£ 6.50 


GRAND PRIX DRIVER 


£ 6.50 


KONG STRIKES BACK 


£ 6.90 


TANK BUSTERS 


£ 6.9& 


SORCERY 


£ 7.45 


E ROBERT 


£ 4.S0 


DEFEND OROIE 


£ 5.50 


DARK STAR 


t 6.35 


C0NFU2I0N 


£ 5.60 


GHOSTBUSTERS 


£ 8.35 


JET SET WILLY 


£ 6.50 


CHUCKIEEGG 


£ 6.95 


LIGHTER PILOT 


£ 7.75 


MANIC MINER 


£ 6.50 


CENTRE COURT 


£ 6.50 


SPLAT! 


£ 5.50 


MUTANT MONTY 


£ 6.50 


BLAGGER 


£ 6. SO 



SEND YOUR CHEQUES/P.O.S 

OR ST A MP AN D ADDRE SS FOR U ST 

LOAD & RUN DEPT.ASU. 
P.O. BOX 123 
DARTFORD 
DA^BAA 
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Game of the Month 



TANKBUSTERS 




No, not a sequel to Ghostbusters but a innovative adaption of 
the classic arcade game Battlezone, In other words t a very 
good rip-off by those very nice Design Design people- It h as 
more features than the original such as hidden line removal, 
wire guided missiles (well, joystick then) and a way of 
ending the game other than getting blasted or pouring Coke 
over the controls. 

The patter on the cassette cover and in the high score are a 
might more colourful than this article could hope to be. This 
game is in the tradition of their last hit, Dark Star, and uses 
the same high speed loader (which even works on the 
664},high score table , key definer and other bits {including 
the programmer and secret design studio in his bedroom) 

For those people who have been living in a pit on a desert 
island for the last ten years t the basic plot is to manoeuvre 
your tank around a plain littered with cubic and pyramidal 
obstacles. There are other tanks on this plain which you can 
spot with the aid of your radar scanner. They are a bit 
unfriendly but are slow and can be dealt with using a single 
shell The scenery is done in (flicker free) 3D wire -frame 
drawing from the viewpoint of the front of your tank. One 
improvement on the original is that the battle tanks have 
hidden line removal. Instead of seeing through the tank, it 
appears to be solid. The game ends when your shields are 
worn out or you have destroyed all the objects. Just one small 
omission from the original y you forgot the moon guys. 

There is a bit of scenery in the background to the game 
which scrolls smoothly past and includes mountains and an 
erupting volcano, The mountains and volcano are in the 
options tables, the mountains can be made to disappear and 
the volcano can range from being dormant to a super-dooper 
3D turbo Meagacano spurting out red stuff very 
realistically. What are those strange green flying squares 
for? 

Other options allow you to use wire-guided missiles to 
destroy the foe as well as ordinary, boring anti-tank shells 
The problem is that while you are guiding the things you are 
not guiding the tank. The other tanks realizing this, home in 
on you whilst you are in the sitting duck position and convert 
your tank into a piece of metallic Emintaler cheese, Not 
surprisingly, the enemy gets increasingly violent 
throughout the game but they have a sense of glory in 
comba t an d on ly take you on one at a time . 

You can practically ensure a nice explosion by selecting an 
option which views things from the point of the missilej this 



is very dramatic* You zoom across the landscape, dodging 
the obstacles T until you hit a tank, an object, or run out of 
guiding wire. The view then snaps back to that of the tank in 
time for you to see all the little bits of debris bouncing 
around. This is very nicely done with suitable boinging 
sound effects. 

Speaking of the sound effects, they are done in glorious 
technicolour stereo (when played through a speech 
synthesiser or your hi-fi) but are mostly of the whirr, bang, 
crump type. I prefer playing to AC/DC at full volume. 

The game gives you a chance to recharge your shields by 
squatting on rotating red squares. These can be scouted for 
by firing off a missile and viewing the scenery rapidly. 
Another hint is to sit on one of these squares and blast the 
enemy as they come for you. 

As with Dark Star, the high score table is filled with 
apologetic graffiti on start up and the caps shift on the 
keyboard is backwards i.e. you type in upper case until you 
press shift. The high score comes up with messages when 
some names are typed in, Try typing in Dark Star t Mon and 
Rommel (a version of the same game on a Spectrum), Telling 
it to go forth and multiply also gets a response, 




The game has its faults, the [control] [shift] [escape] does 
not self destruct, overlapping objects tend to change colour 
and you don't get any sort of bonus for finishing, but it is very 
playable and promises to be better than Dark Star. 

Just one last word to the authors, 'Tanks for the game 
folks," 



AUTHOR DESIGN DESIGN 

FORMAT respite 

F^^l^^lj ■■Khhhhh hi h h f h h h h h h h h I h h k h h t h 1 1 1 ■ 11114 44 hhhhhhhhhiiahliilllii ■ .9 3 

HRAPFirS ***** 

J- -L -Li-iJ hhhhhhhhhhlhhhhhhlblhbbbl lidiri *■** + + + * bi i km I ■ bbbiblllllib 

PLAY ABILITY **** 

ADDICTIVE NESS ***** 

OVERAIJ 



3-D STARSTRIKE 

3-D Star strike is not the first fly-around-in-apate and blast 
everything -in-sight game to appear for the 464. Other 
games that have a similar scenario include Codename MAT 
and, more recently, Dark Star. Starstrike and Dark Star 
have a lot in common. They both begin with a flight in space 
during which the budding pilot at the controls must wee off 
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the enemy ships with his laser cannon. They both include 
sections where a planet s surface must be negotiated, 
dodging the buildings and flak. And the ultimate aim in both 
is to blast the central building/reactor on a planet, 
Having played all these games and many others of a 
similar genre, I have to say that Starstrike is by far the best I 
come across. 




The game falls into four sections: the first consists of you 
against the enemy ships, These come in various flavours, 
each type of ship being shown in beautifully smooth and fast 
moving wire frame 3-D. As each appears in the distance, it is 
not long before he sends a devastating Fireball hurtling in 
your direction - it is more important to hit these, to save your 
shields* than it is to hit the point- winning ships. 

In the second section of the game, you fly across the planet 
surface shooting at the fireballs that emanate from the 
ground bases, You can also swoop and dive towards the red 
top buildings, firing all the time - each one hit not only 
increases your score t but gives a very satisfying explosive 
effect, with debris realistically flying off in all directions. On 
level 2 and higher, the short red buildings are joined by 
much higher green towers which you can fly between. Take 
care not to hit one as it will send you reeling into inverted 
flight. The majority of the green buildings have a further 
yellow section on top - hitting all of these grants a very 
attractive bonus at the end of the section. An on screen 
counter is decremented for each one that k successfully 
dispensed with. Missing just one or two of these yellow tops 
invariably means that the section i& ended before one can 
achieve completion of the bonus, 

So ■ its on to the third section, This sees you flying down a 
narrow trench, the purple pyramidal gun towers firing on 
you all the while, To further hinder your progress, you must 
avoid the cat-walks that span the trench. On the earlier 
levels, they occur just singly ■ however, on higher levels, 
they occur in pairs (the trench is only four cat-walks deep) 
this sees you frantically pulling back and pushing forward 
on the stick to avoid the obstacles so that you may almost 
become flight sick with the realism. On the even higher 
levels (should you ever make it), the trench is filled with 
walls that protrude from the side walls and half fill the 
trench - this means that you must be as adept at horizontal 
control as at the vertical control. 

On reaching the end of the trench, the fourth and final 
section should seem fairly straight forward. All one has to do 
is hit each of the two rotating cubic reactor pods on each side 
of the escape duct. Failure to do this means that you must fly 



the gauntlet of the trench once more, but, by this point, your 
shields will probably be quite depleted. Success in this 
fourth section allows you to fly from the planet and just 
before entering hyperspaee for the next encounter, you are 
given the satisfying delight of seeing the enemy base blown 
to smithereens in a truly spectacular explosion, with bits of 
the satellite sent flying in all directions. 
With your shields partly refilled, it's time to do battle with 
another squadron of enemy fighters. Of course, having 
proven yourself a worthy adversary, its just that little bit 
more difficult. 

The game can best be played with a joystick. However, a 
number of key combinations can be selected. The starting 
level can be chosen from a list of four - 1 would suggest you 
stick to 'Easy 1 until youVe won your wings. 

For all blast fans, this game m a definite must - by far the 
best shoot-em -up to appear for the 464 so far. If pushed to 
make a criticism, I might say that the difficulty increases a 
little rapidly for some, A neat solution to this, might be to 
include the following POKEs in the loader (&2665 n 0 
&264G,G &2641.0), The first keeps you on the same level 
every time, while the second two en&ure that your shields 
are fully replenished after every run. Unfortunately, I can't 
give too much advice on how to install these as it 
necessitates breaking the protection of the BASIC loader 
-however, I'm sure the hackers amongst you will find it a 
doddle, 



I + ^ ^ + + + 



AUTHOR 

FORMAT 

PRICE 

GRAPHICS 

PLAYAB1LJTY 

ADMCTrVENESS 

OVERALL ** 



COMBAT LYNX 



Realtime Software 

rr. Cassette 

£6.95 

"t* "T* 



i i i i i i i i i 




For those of you who thought Codename Mat was difficult 
this one is nigh on impossible. The easiest way of playing it 
requires two joysticks and the keyboard but it is possible to 
play with one joystick and keyboard or just the keyboard on 
its own. 

The game requires a bit of strategy to play, as you have to 
supply two bases with personnel from the main HQ and take 
back the unlucky ones. You also have to defend the bases and 
the HQ from enemy attack using a fearsome (and 
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bewildering) array of weaponry. All is lost when the bases 
are overrun or you have mangled all three of your choppers. 

The game starts off with a number of choices for the 
controls* Using two joysticks leaves only the wire-guided 
(0«K« then, keyboard guided) missiles. On entering the skill 
level the game starts up to show you your head-up display 
and a section of the surrounding countryside, 

The view is from the point on the compass nearest the rear 
of the helicopter, This causes the view to flick round and you 
to get ill every time the chopper swings round through 90 
degrees, Annoying at times but it makes for fast code and 
you get used to it after the first three paper bags, 

The first thing you do is to refuel and re-arm with rockets, 
machine gun ammo, cannon ammo, anti-tank missiles, 
anti-aircraft missiles and mines. While you are selecting 
your arsenal, the program displays a beautiful 3D rotating 
wire frame drawing of a helicopter fitted with the weaponry 
currently featured in the menu, 

After loading up, you puzzle out which joystick does what 
and take off. If at this point you do not crash within the next 
30 seconds you are doing rather well There is a map which 
can be displayed of the countryside which shows the 
contours of the land, enemy and allied concentrations and so 
forth. Unfortunately* you don't stop moving while the map is 
up and if you are foolish enough to fly low at this point you 
get some crashbangsplat noises as you test the solidity of a 
hillside. 

Soon you learn to spot an enemy tank, sneaking up behind 
it and aim just in time to get blasted out of the sky by art 
enemy fighter, To avoid this, keep the anti-aircraft missiles 
selected until the last possible moment. They don't need 
much aiming but you only get to carry six at most, 

When you have the time to look at the landscape, it comes 
in nicely from the distance and features on the ground get 
bigger and smaller with distance. Eventually you get the 
hang of it but it is hard going though once mastered this is a 
very absorbing game, 

AUTHOR .... *+ ,., Df RELL 

FC^RiHiAiT tl'ttHliiiiiiiiirrri s ■ i . l ■■■■■■■■■■■■■■■■ 4 a, h ^^aSSettC 

E^RlC'-tj 11114-1 + + + i I I I I i mii I J 4+4- rm.........m............... v..........ii...444.i4FFFFF 

GRAPHICS **** 

PLAYABILITY , *** 

ADICTIVENESS .. *** 
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DEATH PIT 

In Death Pit from Durrell, you play the part of an intrepid 
explorer. You must go deep into a mine in order to find a 
possible maximum of 20 gold bars and a single gem stone, 
Points are scored for each of the bars that are returned to the 
tent on the surface close to where the game starts, The game 
is finished when the diamond is returned to the tent. At any 
one time, it is only possible to carry four objects s so several 
trips into the bowels of the Earth are required in order to 
succeed. While underground, a large battery shows how 
much power is left to light the lamp on your helmet while a 
large oxygen cylinder gives an indication of the remaining 
air that is needed to go through the submerged parts of the 
mine. 

As well as the gold bars and gem stone, your adventurer 
can carry spare batteries and air cylinders! but carrying 



these obviously reduces the number of other objects that can 
be carried. Spare oxygen and batteries are to be found on the 
ground near the mine shaft entrance. Objects are picked up 
by hitting the space bar then moving a cursor to one of the 
four possible positions and finally using the fire button to get 
an object ■ in this way it i& also possible bo swap a desired 
object with one that is already being carried Another object 
that may be carried is a spade, this is not used for digging but 
for despatching the various nasties that inhabit the mine. 




While on a connecting ladder, one must turn side ways for 
this defence to be active, so it is often necessary to stop your 
asceat or descent and move momentarily to one side when an 
undesirable approaches. In play t you wander relentlessly 
around, along the tunnels and up and down ladders, trying 
to find the gold and gem. The baddies occur in two types, 
those who are suspended from the ceiling of the tunnels 
(spiders) which appear occasionally and those that can move 
about freely (scorpions and another type of spider). 

The area of play is confined to a relatively small window, 
which is updated each time you walk out of one edge. In 
many respects, this game is similar to Roland on the Ropes. 
Both consist of large mazes populated with baddies and 
desirable trinkets. But, unfortunately, this game is nowhere 
near as good. The control does not seem to be as accurate and 
the part of the map shown does not scroll as one moves, 
which is a shame. The business of oxygen and batteries just 
seems like an unnecessary confusion as is the time limit that 
counts (reasonably slowly) up to 9999 at which point our 
hero expires. 

The monotonous, repetitive tune that drones on in the 
background might as well not exist It will very soon be 
turned down anyway. Another drawback of the game is the 
fact that the maze and location of objects within it is always 
identical, so once mastered, this game could rapidly lose 
appeal. This game does not really match the usual standard 
of games from Durrell, I think I d spend my hard earned 
pocket money on Combat Lynx every t ime. 

AUTHOR Durrell 

1^0'RAaA.T *q«ku¥***«q*# * +++*+*+++ k k k k i k Cassette 

PRICE iiiii m 4 4 4 4 4 4 4-4- + 4-h4-FF|iPFFIIII £^,35 

GRAPHICS *** 
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ACU 
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The complete expansion system forAmstrad 
computers you've all been waiting for. 



H5-S1 Serial Interface for basic &cpm „„ £35.95 

H3-S2 Serial IT for use under CPM only „ B# £29.95 

Built to the universal RS-23SC standard, the HS-SI/2 serial 
interfaces are two-channel cards, capable of operating directly 
from Amstrad CP/M without additional software. The transmit 
and receive baud rates for channel A may be set individually in 
software from, 50 to 9600 baud, for applications such as 1200/75 
baud terminals. The baud rates for channel B are also 
selectable, but are not independent. 
The HS-S1 is supplied with software allowing BASIC 
programs to use the interface for oomrnunications and serial 
printer support The HS-S2 is supplied without software for use 
under CP/M only. 

Channel A supports RTS, DTR, CCD and CTS type 
handshaking ftom CP/M, The HS-Si will also support 
XON/XOFF or no handshake when used under BASIC 
Channel B has no handshaking under CP/M but can be used 
withXON/XOFF or no handshake from BASIC (HS-S1 only). 

The cards are supplied with one 25 way D-type plug, 
configured for DTE operation, with Channel B connected as a 
back channel. 

General features: 

- HS-SI/2 are supplied uncased with a thiu-bus' for 
stacking expansion peripherals. 

- Comprehensive documen tat io n. 

- Additional BASIC commands supplied with the HS-S1 



Send to HoneySoft Ltd. 

Box 489, Brentwood, Essex, CM 16 8DX 
Please supply : 

□ HS-P 1 Centronics interface and parallel interface card 
at £24. 1 0 including post and VAT. 

□ HS-S1 Serial interface card at £35.98 including post and 
VAT, 

U HS-S2 Serial interface card at £29.39 including post and 
VAT, 

□ HS-RX 1 4 socket sideways ROM expansion board at 
£ 13.35 including post and VAT. 

Name 



Address ., 
Address . 



Cheque/PO for £ enclosed 

Please alio w up to 28 days for delivery . 

FULL DATA SHEETS AVAILABLE: If you require further 
information on the above and forthcoming products, please 
write, enclosing a stamped self-addressed envelope - thankyou! 



HS-P1 8-bit Centronics and 
Parallel Interface .... £24.10 

The HS-P1 comprises two 8 bit input/output ports where 
any of the 16 lines may be individually assigned for I/O 
functions, based on a Zilog PIO. All 16 I/O lines, hanshake 
lines and PSU lines are accessible on a 26 way IDC 
connector. Additionally, one of the ports may be used to 
operate a Centronics compatible printer, with its own 
handshake lines for both BUSY and /ACK signals, leaving 
one complete 8 bit port available. 
The printer connects to a 0.1" edge connector, allowing 
existing CPC464 printer leads to be used. 

- The HS-P1 is supplied uncased with an 8 bit Centronics 
port on a 34 way edge connector 

- 1 6 bit par allel I/O on a 26 way I DC connector 

- Thru-bus for chaining peripherals 

- Comprehensive documentation 

- Supplied with additional BASIC commands 

- Compatible with other HoneySoft Amstrad peripherals 

HS-RXl Sideways ROM 
Expansion Card £18.35 

The HS-RXl provides facilities for up to 4 sideways ROMs, 
giving instant access to programs, combined with 
maximum RAM: no more loading from tape or disc. 
Support for parallel and serial cards available. Supplied 
with comprehensive documentation , but without ROMs. 

If an HS-RXl is purchased with an HS-P1 or HS-S1, 
then support software is supplied in ROM, otherwise 
software is supplied on tape. 



Dealer and Overseas 
enquiries welcome 



Commgsoon 

HS-XM1 Expansion motherboard 

A backplane ,system that allows up to 5 expansion cards to be 
connected. Complete with its o wn PSU and ribbon connector 

Registe-iedOffiDeriSeCrescen! Road, Brentwood Eksex 



HoneySoft. ■ it's the bees knees ! 



BOOK REVIEWS 



Peter Green 



On The Road To 
Artificial Intelligence: 
Amstrad CPC464 

Jeremy Vine 
Shiva Publishing 
ISBN 185014 064 2 
102 pages 
£5.95 

These titles don't get any shorter, do 
they. I don't think this one is too 
accurate, either My dictionary defines 
intelligence as 'intellect; quickness of 
understanding', Intellect is the faculty 
of knowing and reasoning'. Current 
computer technology s he it an Amstrad 
micro or a Cray supercomputer, fails 
all of the above tests. A computer 
knows nothing; it reasons only in the 
sense that it will produce results from 
data using its list of rules (but so does a 
pocket calculator); it has no 
understanding. 

In essence, any computer is just a 
collection of switches that can be on or 
off. The switch states represent 
numbers, and can be altered using 
rigid rules fundamental to the 
hardware design. A machine code 
program is just a list of these rules. We 
can use the numbers to represent 
objects in the real world, and model 
physical and mathematical processes 
with suitable choices of rules to 
manipulate the numbers. But the 
whole process is completely 
predictable: given the initial state of 
the computer, we can always calculate 
the end state. It happens that by far the 
quickest way of obtaining the end 
result is to actually run the program, 
which is why we build and use 
computers. It just isn't sensible to talk 
about computers being intelligent, 

The author himself questions the 
validity of describing computers as 
intelligent, but fudges the answer a bit. 
The trouble is, artificial intelligence is 
a nice buzzword with sales impact. A 
more honest title would have been 'On 
The Road To Faking Intelligence', but 
it wouldn't have looked so good on the 




bookshelves. 

Please don't think Tm attacking 
Jeremy Vine over the content of his 
book, because Pm not. It's just the 
labelling of it that bothers me. The 
book itself is actually a good guide to 
the techniques of text handling - the 
sort of thing that is so useful in 
up-market adventure games which 
allow very complex commands to be 
input and acted upon ? or in the 
development of a really friendly user 
interface for a piece of business 
software. 

All the BASIC keywords for 
manipulating text, such as PRINT, 
INPUT and the string- handling 
commands are covered in some detail f 
and much useful advice is imparted on 
good programming technique. 

The book closes with two long 
example programs, Sigmutid is a 
version of the psychoanalysis program 
which takes the 'patient's' input and 
chooses some very convincing 
responses which, at times, really do 
seem to constitute a conversation. 
Interviewer is a version of Sigmund 



which conducts a job interview, Both 
programs are impressive - at times 
you could believe a real person is 
answering you -but please, Jeremy, 
don't describe the replies as intelligent- 
They are sensible, which not the same 
thing at all. 



Adventure Games For 
The Amstrad CPC464 

A.J. Bradbury 
Collins 

ISBN 0 00 3830780 
229 pages 
£7.95 

When I used to work on a computer 
magazine, the office was inundated 
each month with copies of books from 
all the major publishers: far more [.hnn 
we could possibly review. Often we'd 
get a string of similar books from an 
author, each with a different computer 
in the title. We'd joke in the office about 
these authors having good search and 
replace facilities on their word 
processors k 

This book falls into that category, but 
Tm afraid the author has very bad 
search and replace. It's a version of a 
previous book written for BBC owners: 
I can tell because large chunks of BBC 
material have been left in. For 
example, he keeps talking about 
storing numbers in 'resident integer 
variables' because CHAINing a 
program corrupts the variable area. 
This is true on the BBC but nonsense 
on the 464, (Anyway, it has no RIVsX 
He talks about using ? to access 
memory directly: this, too, is BBC ? as 
the 464 uses PEEK and POKE, 

Page 201 states that arguments for 
user-defined graphics must be hex 
values: this is nonsense on either 
computer. I typed in the Boolean 
operator demo on page 33 exactly as 
listed: it does not work as described, 
although the preface states that all 
listings in the book have been listed 
from tested programs on the Amstrad. 
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This is clearly not true, 

In short, the preparation and editing 
of this book are completely inadequate. 
It's a pity, for many of Mr, Bradbury's 
comments on the actual structure and 
techniques of adventure game 
programming are thoughtful and 
relevant I'd disagree with his 
preference of gridded paper to the 
boxes- and-lines method of 
constructing adventure maps - the 
latter is much more flexible and not as 
prone to error as he suggests - but 
that's a matter of opinion. But- 
whatever the merits of his adventure 
theory, how can I possibly recornmtmd 
a book which doesn't even know which 
computer it is describing, 

Collins have made me angry. I can 
understand publishers trying Lo make 
profits from the home computer boom, 
but if they sacrifice quality and 
accuracy just to get their snouts in the 
trough, they are treating you, their 
customers, with contempt. If you've 
already bought this book, complain, ff 
you haven't, look elsewhere, Voting 
with your wallet is the only way to get 
the boo k s you deserve. 

■ 

A Child's Guide To 
The Amstrad Micro 

John Dewhirst and James Ryan 
Cambridge University Press 
ISBNO 521 315611 
96 pages 
£3.95 

This book is aimed at the younger 
programmer - there's no age range 
mentioned on it but I'd say pre-teens 
would be a fair estimate, Thus the print 
is relatively large and simply- written, 
and there are numerous cartoons 
scattered about to break up the text. 
Many of these feature the five 
characters used to present each of the 
sections: PC Bobby Truemo who tracks 
down program errors, Mortimer Puce 
the artist, and Ms. CXC. Termup, the 
reference librarian, 

This is a good idea, as kids iove to 
have silly names and characters like 
this, but together with the Tou try' 
boxes, the 'Display box 1 showing the 
result after you type an example, and 
the 'Make a No te h boxes, the layout gets 
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a bit cluttered at times, Nevertheless, 
the treatment is at a very bask level 
and the dimmest of computer 
illiterates should be able to gain from 
it. It might even be more suitable for 
the 'truck driver and his wife' that 
Alan Sugar (pause to tug forelock) 
aims his computers at - l T m getting 
worried at the number of 12 -year-olds 
who seem to know more about machine 
code than I do. 




Sixty Programs For 
The Amstrad CPC464 

R. trskine, H. Walwyn f P. Stanley and 

M, Bews 

Pan Books 

ISBN 0330 287648 

303 pages 

£5.95 

If you like games and love typing, this 
book will give you many happy hours, 
A thick tome containing nothing but 
program listings to type in, covering 
just about every conceivable game and 
one or two more serious topics. It's 
impossible to really review a book of 
this sort: all I can say is, I dipped in at 
random and got a simple Galaxian 
program which worked first time. At 
lOp a listing, how can you go wrong? 



Computer Challenges 
For The Amstrad 

Richard Hurley and David Virgo 

Duckworth 

ISBN 07156 19799 

212 pages 

£6.95 

Here's another book which claims to 
contain artificial intelligence 
programs. The authors justify 
themselves with this definition: £ . , . the 
combination of methods employed in 
programming in order to make a 
computer solve or attempt to solve a 
problem by selective reasoning'. That 
sentence contains its own refutation 
-because computers do not reason. It is 
the programmer who does the 
reasoning when he analyses the 
problem and wrii.es the program, 
which the computer then blindly, 
mechanically , and predictably follows. 

Nevertheless this does not reduce the 
value of the book, which is actually 
about puzzles and games programs. 
The material used is rather more 
up-market than the usual 
kill-the-alien listings books, however. 
The first half of the book offers four 
puzzles in which you try bo solve 
problems which use the computer 
simply as a passive display device. For 
example, the famous sliding puzzle 
(buy one for £1400, and get a free 
Macintosh) starts offthe sectioned is 
followed by an on-screen Rubik Cube 
for you to solve, a crossword puzzle 
with a database as big as you want, and 
that classic found in every magazine 
article on recursion, the Towers of 
Hanoi, 
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The second section makes things a bit 
trickier for you, because it contains 
two-player games with the computer as 
your opponent. This can often give you 
a run for your money: not because the 
computer h intelligent, artificially or 
otherwise, but because it is better and 
faster at blindly following rules. The 
games covered by this section are 
Othello, Noughts and Crosses, 
cribbage, backgammon t draughts, and 
Connects 

The two authors are both lecturers in 
computing at a Sussex College* so the 
programs are well - written in neat, 
structured blocks, Flowcharts and 
diagrams abound, A short section near 
the beginning of the book describes the 
keywords from the Amstrad's 
l-rocomotive BASIC used in the 
programs, and provides simple 
examples to back up this tuition: so 
beginners need not feel lost. The 
listings are often several pages long 
but on page 214 of the book are details 
of a cassette, also available from 
Duckworth, which contains all the 
programs described in the book and 
costs £7,95, Not bad value for 10 
games. 

Practical Programs 
For The Amstrad 
CPC464 

Owen and Audrey Bishop 
Collins 

ISBN 000 3830829 
172 pages 
£6.95 

If you're the sort of the person who 
likes to type in listings, but also likes a 
detailed description of their workings, 
this book is for you. The Bishops are 
noted authors and contributors to 
computing and electronics magazines, 
so when they say all programs are 
listed from a debugged and working 
Amstrad program, I think we can take 
them as accurate even if Collins are the 
publishers, Certainly I was unable to 
find any errors in programs or text. 
Furthermore the Bishops take great 
pains to describe the most probable 
typing errors you'll make, such as 
mistaking lower case 1, capital I and 
the number 1 for each other, If the 
programs don*t work t it's probably your 



fault. 

There's a pretty broad spectrum of 
programs here, 14 in y It, and aimed at 
practical and serious, though simple, 
applications. Statistics feature 
prominently, with a Pools program, 
trend analysis, statistical deviation 
and decision analysis. Home owners 
can type in listings for planning space 
layouts, checking cashflow with a 
simple spreadsheet, doing accounts 
and watching the call charges 
accumulate while making phone calls, 
There are several varieties of database* 
and a Supersound program that makes 
it easier to develop sounds using the 
complex Amstrad SOU N D command . 



An Amstrad CPC464 
Compendium 

Martin Gandoff and Robin Kinge 

Addison-Wesley 

ISBN 020 1154390 

168 pages 

£7.95 



is another games compendium, a 
collection of 22 listings in Locomotive 
BASIC for a whole variety of games, 
from traditional to modern, from 
games of skill to games of chance, plus 
a set of short graphics programs for 
amusement and a screen drawing 
program. The introductory chapter 
skims through the BASIC keywords, 
and it's rather worrying that the 
authors are completely in error about 



the way SYMBOL AFTER works: I 
hope the listings were checked 
properly, 

The listings have a minimum of 
explanation, but they are printed in 
bigj heavy dot matrix lettering which 
will be easy to type in. Better, each 
game has a screen photograph so you 
can see what you're getting before you 
enter it (or buy the book!). This is 
unusual in listings books *nd is to be 
encouraged. 

Amstrad Magic 

Edited by Jack Walker W. Foulsham & 
Co Ltd 

ISBN 0572 01297 7 

96 pages 

£5.95 

The subtitle of this book is 'Your First 
Programming Book 7 and it is another 
one aimed at the younger programmer,, 
or absolute novice. It goes into a great 
deal more detail than 'A Child's 
Guide,,/, because the print is smaller 
and there are only a few cartoons 
included. The page layouts are also 
much neater and the book is easier to 
follow. However, a young child could 
well find the denser text more 
daunting to wade through: parent's 
will have to judge which level of book 
would be more suitable for their 
offspring, 

As well as lots of short examples 
scattered through the text to illustrate 
points as they arise, an appendix gives 
two complete programs, a Mastermind 
type and our old favourite, the Towers 
of Hanoi, A useful book to keep your 
more thoughtful kids quiet during the 
holidays. 
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SPECTRUM 481 
AMSTRAD 464 

£9.95 

i/i q no 




Tape £8 .95 Disc £12.95 
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feature! 

THE MUSICAL AMSTRAD 

Part 5 JEREMY VINE 



This month sees that last of the present 
series about music on the CPC464 (and of 
course now> the 664!) P ao I thought Fd 
complete the musical story by looking at a 
few ideas which utilise the micro to good 
effect. The Amslrad can be used in many 
ways and it's not only for sound effects of 
background *tunes\ A& this is the last of the 
aeries Tin going to consider a number of 
ideas for music programming - not all of 
them immediately obvious - and also look at 



how the Amstrad can be used in conjunction 
with other musical instruments. 
Using a computer to produce music is great 
ftin in itself, but how useful is a micro, even 
if it is an Amstrad? Considering the 
limitations of the sound chip, the sounds 
that can be created are impressive. But 
after formulating a laz^gun zap or an 
explosion, you might begin to wonder 
whether there is anything else you can do. 
Well j there is. 




Throughout the past few months, I've tried 
to show that even if you're not a musician, 
you can still create music. However, true 
creative works are the realm of the 
composer and it's one area that most of us 
wouldn't even attempt to aspire to. So 
wouldn't it be nice if your Amstrad could 
compose music for you? 

The Composing 
Computer? 

The idea of a composing machine or some 
way of reducing the composing process is 
not new and delving into the musical 
history books reveals various attempts at 
relieving the musician of the need to spend 
hours on end, manuscript paper in hand, 
composing. The problem, however, seems as 
impossible as answering the question of 
how we learn language. It's all a case of: 
what makes a good tune? 
Over the years, muaic has not followed one 
straight road and this is shown by the 
diversity of music in different cultures. In 
the West, music ha^ for many centuries 
followed a recognisable form that differs 
greatly from, say* Indian muaic. To our ears^ 
Eastern music often seems unharmonious 
but this is because of the way we have 
become used to a certain set of fixed interval 
sounds. If you look at your User guide r you'll 
see a list of frequencies of sounds and their 
related pitch names (ie C ,D , E t etc) . 
This forms the basis of most written music 
and i f composing from a piano keyboard, the 
musician is limited to the range of 
semitones present. From this, we have 
developed the multitude of compositions 
and musical styles we know today. But 
music isn't limited by these restrictions. It 
is always important to remember that what 
we are doing with music is merely juggling 
a set of different sounds frequencies and 
hopefully ending up with something our 
ears find pleasing. 

Now all that may seem very interesting 
but what's it got to do with computing? A 
lot, if you intend to teach your micro to 
compose. Because the micro is basically 
very thick p we have to teach it how to 
compose and that is not as easy as it sounds . 
Unlike writing a games program, where the 
purpose and final results are already 
known, a program that might compose 



w4 



Amstrad User July 85 



Page 75 



music has no known end- result, except that 
some noise will be made. An understanding 
of the rules governing music is essential but 
as I said earlier, 'What makes a good tune?* p 
and that unfortunately is not easy to 
answer. What is worse r is that there are no 
rules governing composition. So when in 
doubt, turn to Mozart. 
The most famous example of an 
auto-compoging method was formulated by 
Mozart (now known as Amadeus due to his 
recent Oscar winning success) and was 
called the 'Musical Dice Game\ It is 
ideally suited to computer conversion as it 
uses that old favourite of the silicon 
machine -random numbers, However* 
despite the genius of Mozart, the end result 
is far from inspiring and in no way compares 
to compositions of the mind. But it does 
provide us with a set of rules by which 
compositions of a certain character can be 
created. These rules can be converted into 
programmable form and the techniques 
discussed over the past few months can be 
put to full use. 

In its own way, composing by micro is both 
exciting and surprising. I have not included 
a 'Dice Game 1 program here because of the 
sheer length of code involved - the vast 
amount of code is musical data, rather than 
any complicated programming technique. 
You can of course try to create your own 
random music generators using the RND 
function but the first pitfall is the clash of 
subsequent notes causing usually (unless 
you're really lucky) a perfectly horrible 
inharmonic noise. 

To get over this problem a few simple rules 
can be applied. Firstly, use different 
durations but not too many (two would be 
best) as this will add rhythm into the music. 
Different instrument sounds will also 
detract from the randomness of the notes 
generated and, Finally, apply a strict rule 
that eliminates repetition of notes or 
clashing unharmonious sounds. 

An ear for Music? 

Virtually all music programs written for 
micros that 1 have seen have involved a 
knowledge of music and make little or no 
attempt at tech music . I suspect many of you 
reading this have no background in music 
but> like most people t still enjoy music. The 
Amstrad is the ideal tool with which to 
learn the language of music. Patience is a 
great asset in any teaching situation and 
the micro is well utilised in this area. 
It is easy to write programs that test both 
the visual and auditory senses, The first 
hurdle faced when learning musk is to 
understand all those funny dots and lines, 
so why not use the computer? An excursion 
into the graphics commands is needed but 



this need not be more than drawing five 
horizontal lines and placing a *blob* on or 
between lines. The position of the 'dot' is 
directly relative to a note name and this 
information is easily stored in a DATA 
statement. 

Even if you don't understand music, the 
position of notes can be copied from a music 
notation book and a simple question and 
answer program is virtually finished, 

The same idea can bt applied to testing 
knowledge of scales and key signatures. But 
visual tests are not all that can be 
programmed. Using the *C major* program 
from April as a basis, extend the DATA 
statements to play all Major scales and 
randomly play any scale. Provide a 
'pitch-fork' tone as a guide ('A' is usual) 
before playing the scale and then see 
whether you can work out the scale. The 
same goes for testing the pitch of individual 
notes and it is easy to elaborate the process 
to make the task seem less learning 
orientated and more game-like. 

The same principles can be used in a 
random rhythm generator. In May's article 
I converted the musical duration times into 
values that the Amstrad can understand. 
It's not hard to extend that into a program 
generating a beat (you need only use 
SOUND statements). 




Synthesising! 



And now a few thoughts on interfacing the 
Amstrad with other machines. As a music 
machine the Amstrad is impressive but in 
no way compares to the likes of a 
professional synthesiser. However, there 
are options which you might like to think 
about As a noise generation box the 
Amstrad may well have uses in the 
background but where it could really score 
{excuse the pun!) is in controlling other 
instruments. 

Compatibility is one word that is often 
used in computing circles but rarely exists. 
In the world of the professional musician, 
similar problems e*ist but one important 
standard is the implementation of MIDI. 
MIDI (Musical Instrument Digital 
Interface) is a means of linking musical 
equipment together and causing 
synthesisers, drum machines etc, of 
different makes to work together. The 
added bonus is that because of the nature of 
the MIDI interface (essentially a serial 
device), micros can be connected into the 
'circuit* and used as the controlling unit. 
The computer can then act as a recording 
studio and outputting the information to 
the relevant machine. 

'Great', I hear you cry. But there's a catch. 



At the time of writing this article, 1 haven't 
heard of a MIDI interface for the Amstrad, 
They are just appearing for other micros 
and it would seem likely that the Amstrad 
machines will soon have MIDI. The 664 in 
particular is ideal as the disc drive can store 
the vast amount of data needed. This is 
because synthesisers have many different 
'events' occurring simultaneously and 
much information is contained even in the 
production of one note. 
The uses of MIDI is only just being 
explored and I hope that we wil l soon see the 
use of synthesisers and computers t 
side-by-side N in performance. Synthesisers 
are coming down in price and it's not 
inconcievable to think of a computer 
controlled band. 



And finally— 



And finally, Fve given over the past few 
months a lightening tour around the 
Amstrad sound chip which is a pleasure 
both to program and to listen to. I hope that 
the intricate nature of the sound commands 
are no longer a mystery and if you're a 
muscial novice, that music itself is not as 
frightening as you mi ght have imagi ned . 
[ haven't concentrated on giving you loads 
of sound effects as the series has been in the 
main about music and it's fun anyway to try 
your own effects. But I bow to pressure for 
giving some sound effects so here's a few 
that I have used for my amusement, games 
etc. I won't tell you what they ■ you'll have to 
type them in and see. 



Program A. 

100 FOR mystery = 50 TO 150 
110 SOUND- 1 ,fim*ry y 3y15yflyfly 
120 NEXT 

130 FOR Loop = 0 TO 45 
140 SOUND 1,1,3,15,0,0,31 
150 NEXT 

Program B, 

100 ENV 1,100,122,1 

MB SOUND 1,239,0, 15, 1,M 

120 FOR y - 0 TO 2000 

130 NEXT 

140 GOTO 110 



And that really is that. This is the last of 
this series for the time being but not the end 
of music on Amstrad machines. The 
exciting part of using the sound system is 
the unexpected variety of new sounds 
possible and that's where you come in. Play 
around, experiment -don't be afraid. You 
might keep the neighbours up nights but 
who knows what sound youTl discover. And 
if it's good, Bend it to us so that we can all 
listen. 




i 
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The Panther 



a superb printer at a printable price 





Th e Pa n rher has a rri ved. A fa si sleek, 
good looking printer from DATAC 
That's leaving other printers standing. 
Just look at the features that make 
The Panther the most exciting printer 
available today: 

• Friction feed and tractor feed for 
vary trig paper widths. 

• 80cp-s. 

• 80 c.p.J. with 40/132 optional. 

• Compatible with EPSOM Control 
Codes. 

• BLOCK GRAPHICS standard. 



True one line buffer with 
1152 Bytes. 

Precision printhead for sharp 
quality printing and durabi Jity 

Bi-directional fogic seeking 
carriage. 

1 4,000,000 character life rrbbon 
cai 



Centronics interface as standard. 

Compatible with the AMSTRAD 
CPC 464/664; TASWORD; 
TASCOPY; TASPRINT. 

Af I this plus more for only £278, 
+ VAT 

PANTHER 2 provides 120 c p. s. or 
NLOfor€3l9 + VAT 



TTw first and last word n printer tecrinology 
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Input and Output 

We have already seen in previous articles how numbers are 
input to the stack, by simply just entering the number, and 
also how numbers are output from the stack by using the 
FORTH word 7 (dot). 

When it comes to the handling of strings of characters, 
FORTH is very much a *do-it-y our self type of language. 
There are no string variables as in BASIC, and therefore no 
string handling words such as LEPT^RIGHTS^IDS etc. 
However, as with most things in FORTH, the bare essentials 
are all there and it is up to the user to incorporate what 
string handling words are considered desirable. 

The first text handling word is EMIT, This will print out 
the number that is TOS as ite ASCII equivalent. So 65 EMIT 
would print, out 'A 1 * 

To print out the word 'YES' you could say: 



: TRANSPARENT 


-ON 1 2i 


I EMIT 


EMIT ; 


: TRANSPARENT 


-OFF 0 ; 


U EMIT 


EMIT ; 



A word to print inverae characters is easily defined by 



: INVERSE 24 EMIT ; 



You could create other words just as easily for the other 
control characters depending upon your needs. This is a good 
indication of how 'user- friendly' FORTH can be if you use 
appropriate names for the new words. 

If you have a printer, EMIT m a Godsend! To set boldface 
type on my Daisywheel in BASIC would need: 



PRINT CHRI (27);tHRS(87>; 



83 69 89 EMIT EMIT EMIT 



and this would do the trick. You could define a new word to 
print out 4 x' number of characters from the stack with: 



: DISPLAY 0 DO EMIT LOOP ; 



All you need to do now is bo specify the number of 
characters that you want printed out from the stack. For 
example, 3 DISPLAY would print out the word TES\ 
assuming that the three numbers 83 7 69 and 89 are on the 
stack of course. As we shall see though, there a re better ways 
of outputti n g text than this. 

EMIT is not just restricted to the ASCII characters though. 
The codes from zero to 31 can also be used n which is very 
useful For example, if you turn to chapter 9, page 2 of the 
User Instruction Manual t you will see the list of control 
character commands that are available. To sound the 
'hleeper' in BASIC you would have to say; 



PRINT CHR$(7) 



In FORTH you could make this rather more user friendly by 
defining a new word called naturally enough,, .BLEEP; 



In FORTH you would say; 



: BOLDFACE 27 EMIT 87 E 


HIT ; 


A 1 1 you Ha ve to do now (assumi ng the pr in to r is UNKed') is 
to type BOLDFACE and the printer is set to boldface. 
Setting the line pitch in BASIC, to say l/8th inch would 
need: 


PRINT CHR$(27);CHR$(30) 


;CHR$(6) ; 


The setting is given in l/48th inch increments - hence the 6 
at the end, In FORTH it could be: 


: LlNE-fEEO 27 EMIT 30 


EMIT EH I T ; 



So now 6 LINE-FEED would set the linefeed to 1/Sth of an 
inch, 16 LINE-FEED would set it at 1 /3rd of an inch. Once 
again. . .very simple and very user friendly. 

The opposite to EMIT is KEY. This waits for user input 
from the keyboard and places the ASCII value of the key that 
is pressed to the TOS. If you try: 



KEY . 



: BLEEP 7 EMIT ; 



Any time you need the keyboard bleep, then just type 
BLEEP... simple! English could be defined to turn the 
transparent mode on and off; 
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and then press |ENTER|,FORTH will wait for you to press a 
key, and then print it's ASCII value. KEY is normally used 
for testing that a certain key, or combination of keys, has 
been pressed in response to a prompt such as TRESS 
[ENTER] TO CONTINUE'. You could then use a new word, 
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say TEST KEY to test for the key pressed: 
: TEST-KEY BEGIN KEY 13 - UNTIL ; 



Placing the word TEST-KEY in a program would suspend 
the program until the ENTER key is pressed. A string of 
characters could be input using a loop as in the new word 
GET-WORD: 



: GET-WORD BEING KEY DUP DUP 
EMIT 13 = UNTIL 
DROP ; 



This word wi 1 1 accept tex 1 1 n pu t a nd p ] ace the A SCII va lues 
onto the stack until the ENTER key m pressed. The DROP 
removes the value for the ENTER key which is not required* 
and EMIT will 'echo' the keys that are pressed to the screen. 
The characters on the stack could now he tested and 
manipulated as required. Of course, this word is still far 
from perfect. What happens if the backspace key is pressed, 
or the ESC key? The values will still be placed onto the stack, 
when they are not required. Although making up these 
various types of words may seem to be easy at first glance, 
making them foolproof involves a lot more work. Just as in 
BASIC, a large part of the program may consist purely of 
foolproofmg techniques. There is not enough room in these 
articles to cover foolproofing, but hopefully you will modify 
some of the words to cover this aspect. 

A more general FORTH word used for inputting text is 
WORD. This will take the ASCII value on TOS and read in 
characters up to this delimiter value. Its main use is to look 
ahead 1 at text, The FORTH word -FIND uses WORD to 
search the dictionary for whatever word follows* If you 
wanted to see if the word SWAP exists (which it does!) then 
you would use: 



-FIND SyAP 



The delimiter value in this instance is a space, which is of 
course the main delimiter value used in FORTH. If the word 
is found in the dictionary, then a true value (1) is placed on 
TOS followed by the length of the name, and the words PFA 
(see last months article). If the word is not found then a false 
value (0) is put on TOS. You could make up a word to return 
the details as follows: 



; WORD? -FIND IF DROP ." PFA ADDRESS IS " 
ELSE y ORD NOT FOUND " END I F ; 



Now WORD? will search the dictionary for the word that 
follows and print out its PFA if the word exists, or tell you 
that it could not find the word. Bear in mind that -FIND will 
only work on the FORTH VOCABULARY and the current 
VOCABULARY if this is different from FORTH. If, for 
example the current vocabulary is FORTH, then WORD? 
CP1R will return 'WORD NOT FOUND 7 . The word CPIR 
does exist in the ASSEMBLER VOCABULARY though, so 
you would need to type ASSEMBLER firstly, and then 
WORD? CPIR, This time the word will he found and its PFA 
address printed out. Next month's article will take a closer 
look at using the FORTH ASSEMBLER. 



WORD can be used to i nput, stings of characters directly to 
the dictionary. At compile time the string that is input is 
stored from HERE. HERE is a FORTH word that points to 
the next free memory in the dictionary. The first byte of the 
string will contain the string length once WORD has 
completed its routine, This can be used to set aside the 
required number of bytes to store the string into the 
dictionary, and to increment the dictionary pointer HERE 
accordingly. 

We can create a new defining word INS which at compile 
time will store the string that is input into the dictionary, 
the first byte of the string being the length of the string: 



: IH$ <BU1LD5 HERE 


( 


Savt address H E Rf on stack 


> 


13 m\* 


< 


Acc*pt string until <enteh> 


> 


cS 1+ ALLOT 


( 


Get siring Length ft a . ^ot 




I0EP ; 


( 


PFA to Stack *t run t imfi 


i 



This uses the < BUILDS and DOES> as described in last 
months article. The address of HERE is saved onto the stack 
first as this address will hold the length of the string. 13 
WORD will then accept the string up until the ENTER key is 
pressed, The length of the string is then returned by C 9 and 
1 is added to this to take into account the first byte of the 
string which will be the length byte. The FORTH word 
ALLOT will then move the dictionary pointer HERE by the 
length of the string plus one. To see how this works, first 
enter the new defining word INI. Now if you wanted to 
create a string called 'OPTION- V which was part of a list of 
options, you would say: 



IN* OPT I ON- 1 A - Display Menu of Chord Shapes 



Now IN$ is a defining word so it will compile the next word, 
OPTIONS into the dictionary. The <BUILDs part will store 
the string 'A - Display Menu of Chord Shapes' into the 
dictionary. Now that the string is in memory we need n way 
of printing it out or performing other operations on it, The 
first FORTH word of use is COUNT. If the address of the 
string is on TOS, then COUNT will place the length of the 
string on TOS. Note that the first byte of the string must be 
the length byte for COUNT to work correctly. The word 
TYPE will then print the string of characters given by the 
length and address of the string. If you have compiled the 
above string into the dictionary then OPTION -1 COUNT 
TYPE will print out the string. Remember that the DOES> 
part of 1N$ puts the PFA of OPTION- 1 on TOS when the 
word is run. The PFA of OPTION! contains the length byte 
and the string, which is then used by COUNT and TYPE. 

You could create as many strings as memory allows if 
needed with INS. Once you know where the string is located 
in memory it is fairly easy to perform other checks on it. 
Words to simulate RIGHTS, LEFT$ ? MIDS etc can be created 
if desired. However, it would take up all this magazine to 
give examples and there are many other points to cover. 

Formatted Output 

On the better BASICs, PRINT USING is available for 
formatted output. FORTH has some very useful formatting 
words which work on numbers that are output. If you were to 
type in the number c 123\ it is the FORTH word NUMBER 
t h at tu rn s the s t r i n g " V 1 "2 " "3" t o hi n ary a nd puis i t on TOS, 
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In this case a 16 bit number is generated, If NUMBER finds 
a decimal point anywhere m the string, then a 32 bit 
number is generated. The first of the formatting words is R 
arid D.R which print a 16 bit and 32 bit number right 
justified by the value specified, If you try the following two 
words you will see how this works: 



: TEST1 10000 1000 100 10 0 
5 0 DO CR . LOOP CR ; 

: TEST? 10000 1000 100 10 0 
5 0 DO CR 5 .R LOOP CR ; 



Try changing the value before R in TEST2 to 40 and the 
numbers will be printed out halfway across the screen in 80 
column mode. 

Other formatting operators are available but these must be 
placed within the two words < # (start formatting} and It > 
(end formatting). 

The number that is to be formatted must be a double 
number, The word 8— *B will convert a 16 bit number to a 32 
bit number if required. Putting the value of zero on TQS will 
also have a similar affect The formatting words to use 
between < § and # > are : 



#S tt HOLD SIGN 



These words convert the double n u mber to a string which is 
generated downwards from PAD, which is a scratchpad area 
always at a fixed offset above HERE. After generating the 
string, the address of the string and its length are left on the 
stack. Using TYPE, as before, will therefore print this string 
out, Try the following new word which will take a double 
number on TQS and print it out as pounds and pence : 



: NONET 










(start f 


o rma 1 1 i n g ) 






( convert 


two s&aLLest 


digits - pence) 


4fc K0L& 


(i ns ert 


Jy 1 into the s 


tring ) 




(convert 


any r-em^ i n-i 


if i gi ts ) 


U3 HOLD 




the pound sign 


into string ) 




fend of 


1 ormat t i ng 





Now if you were to enter 123. MONEY TYPE the string 
printed out would be 1 .23 - remember that the decimal point 
after the 123 is to signal that the number is a double number. 
Let's see how this works. The tt word will divide the 
double number by the current BASE to generate the first 
character. Working in decimal (BASE 10) this would give 
123 divided by 10 p which leaves a remainder of 3 - the first 
character of the string. The number left, 12, is then divided 
again by the the second ft word. This gives a remainder of 2 
■ the second digit of the string. This takes care of the pence. 
The word HOLD takes the value that is TOS and inserts its 
ASCII equivalent into the string - in this case the decimal 
point, The word US converts the number remaining in the 
same way as ft, until there is nothing left to convert. The 
pound sign is then inserted into the string by using 
HOLD. There is one problem with the word as it stands. 
What if a negative value is input? If you try it with MONEY 
the result is quite unpredictable. The formatting process 
requires that the number to be formatted is a positive 
number. This is easily rectified by using the word A \BH 



which gives the absolute value of a number , just as in 
BASIC. As the word is a double number you will need to use 
DABS which performs the same operation, only on a double 
number, The only problem remaining now is to restore the 
minus sign when the string is printed out, This is where the 
word SIGN comes into use. This will insert the minus sign 
into the string if the number that is TOS is negative. In this 
case it will be necessary to DUP the number before 
formatting it so that it can be tested later on by SIGN, As it ia 
a double number 2 DUP will be used. The modified version of 
MONEY would therefore be: 



: HONEY 2DUP DABS <# 
# it 46 HOLD 
ffS SIGN 
163 HOLD #> ; 



Try this out with negative values and you will now find 
that it works correctly. 

Some quite clever formatting can be done by changing the 
RASE value during formatting. For example * given a 
double number on TOS let's try and output it as HOURS : 
MINS : SECS. First we need an operator to divide by sixty to 
give the seconds and minutes. The following word SEC/MIN 
will perform this: 



; SEC/HEN 


DEC 1M AL * 


(convirt first digit ti 


\ deciiftO 




£ BASE ! 


tset BASE to 6 


) 


i 


I 






BECim 




Srestgre BASE - inteM 





The new word CLOCK will then use SEC/MIN as follows: 



: CLOCK <# . 


(start formatting ) 


SEC/MIN 


(convert to seconds ) 


SEC/MIN 


C c on rt tg minutes ) 


#S #> 


(convert rejnaining digits) 


CR TYPE CR ; 


(print out the string ) 



Now if you were to enter 60. CLOCK you should get 0:01:90 
printed out. 12345. would printout 3:25:45, Remember the 
decimal point when inputting numbers. There is no error 
trap for a negative value but if you follow the previous 
example you should be able to add this to the CLOCK word, 
There is a time counter on the CPC464. The value of this is 
returned by TIME in BASIC, and this is measured in 
1/300 ths of a second. Next month's article (and the last in the 
series) will use a machine code FORTH word to return the 
value of TIME and use a similar type of formatting to that of 
CLOCK to ouptut the value. Despite the unusual format of 
the FORTH ASSEMBLER, machine code programmers will 
find FORTH an incredibly powerful language for developing 
machine code programs, As far as I knew, no other language 
offers the sort of flexibility that FORTH gives - you could 
even create a type of 'High Level Assembler* if you wished. 
For machine code programmers then t nest month's article 
should not be mi ssed. 

I will also try to take a brief look at some of the facets of 
FORTH that have not been touched on - mainly for the 
interest of programmers who may be toying with the idea of 
giving FORTH a try. 
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PROGRAMMING! 
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DATA STRUCTURES 

PART 2 



We saw in the first part of this series on data structures, 
that BASIC does not provide many built-in ways of 
structuring data beyond variables and files. 

In this installment we'll look at a special type of variable 
known as an array. 

The one-dimensional array 

Suppose you wanted to keep a record of the scores achieved 
by twelve students in various testa. One way this could be 
done would be to have a separate variable f one for each 
student. These could be called, for example , Sl 3 S2 t S3 t ^ 
Si 2, Each can have a new score added easily t as in: 



010 INPUT "ENTER STUDENT'S NUMBER"; STN 

020 INPUT "ENTER STUDENT'S SCQRE";SCR 

030 If STN = 1 THEN SI = SI + SCR 

040 IF STN = 2 THEN S2 = S2 + SCR 

50 IF STN = 3 THEN S3 = S3 +■ SCR 



There is a better way of doing this. Since all the students 
and their scores are logically related, it makes sense to treat 
all twelve variables as a group, This is achieved by using a 
type of variable called an array, An array is just like an 
ordinary variable but with sub-compartments. Instead of: 



SI 52 S3 S4 S5 



.we have: 



S(0) 8(1) S(2) 8(3) S(4)...S(11) 

This is a single variable, called S, with 12 
sub-compart men fcs t each of which has a unique identifying 
number. 

A variable such a& this is known technically as a 
subscripted variable or a one-dimensional array. 

To use an array in a BASIC program, it is first necessary to 
'declare' it. This is done in a so-called DIM statement (DEM 
stands for DIMension). Here'a huw it would be done for an 
array with 1 2 subscripts: 

DIM S(11) 

The name of the array appears outside the brackets and 
the number in the brackets shows how many subscripts or 
Cells' there are. 'But wait/ 1 hear you cry, '...there are only 1 1 



subscripts'. That's because the number of the first subscript 
is S(0) (pronounced ( S sub zero*). 

Values can be assigned to, or read from, subscripted 
variables just as they are from ordinary variables. The only 
thing extra that you have to do is to specify the subscript. 
The value in the subscript does not have to be an actual 
number; it can be 'calculated' using ordinary algebraic 
expressions, 

Before actually running the following program, try to work 
out what results wi 11 be pr i nted: 

10 DIN SU1) 

20 FOR X = 0 TO 11 

30 Y = 100 * X 

40 SCX) = Y 

50 NEXT X 

60 I = S(1) + SC5) 
70 S<4) - S(6) 
80 S(9) = Z 
90 PRINT S(9) 
100 PRINT 5(4) 
110 PRINT S(0) 
120 PRINT S(1) 



It is worth noting that some varieties of BASIC call the first 
element of an array T and not V - a point to watch out for 
when trying to convert programs written for other machines 
to run on your Amstrad, 

At first sight, arrays may not appear to offer any 
advantages over individual, simple variables. But in fact 
they can make programming a lot simpler, Suppose you 
want to print out all the students* scores. Using simple 
variables, you would have to write a program segment like 
this: 

PRINT S1 
PRINT S2 
PRINT S3 



PRINT S 1 2 

. . .but with an array you can do thi a ; 

FOR LOOP = 0 TO 17 
PRINT S(LOOP) 
NEXT LOOP 
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Multi-dimensional arrays 

The concept of the array can usefully be extended to two or their total sales month by month, you would have an excel- 
more dimensions. A two dimensional array is like a grid, lent candidate for a two dimensional array. Actual figures 
with rows and columns It is sometimes helpful bo organise might look like this: 
data in this way, and easier to handle too. If, for example, 
you had a chain of seven retail stores and wanted to analyse 



BRANCH 
MONTH 


CREWE 


POOLE 


HULL 


BATH 


SWANSEA 


ABERDEEN 


PENGE 


JANUARY 


12000 


8000 


9000 


11000 


6500 


14000 


10500 


FEBRUARY 


9750 


7500 


6500 | 


9800 


4600 


11000 


9500 


MARCH 


10000 


8000 


7000 


10000 


6000 


12000 


10500 


i 
■ 
■ 
















DECEMBER 


14000 


11000 


10000 


13000 


9000 


, 1500 


12000 



An array such as this could be set up thus; 10 H - 11 1 H IS MONTH 

20 B = 6 1 B IS BRANCH 
30 DIM SALESt M,B) 



It is now a simple matter to calculate total sales for the 
chain for a given month, total sales for the year for a given 
branch, or even total sales for the whole year for the whole 
chain. 

A two dimensional grid such as this is not always enough, 
however. Each store might have a number of separate 
departmental say, CLOTHES, ELECTRICAL, 
HOUSEHOLD and FURNITURE. If each branch returned 



sales figures every month separately for each department* 
you would need a three dimensional array to store the 
information. Using D to stand for 'department', you would 
include the statement DIM SALES(M,B t D). This array 
would then be equivalent to a block of cells seven across (for 
the branches), twelve down (for the months) and four deep 
(for th e departments) P Kim 



AMSTRAD Computer User Programs on cassette and DISC! 



Yes, most (but NOT all) of the listings from past 
issues are now available (unprotected, of 
course} on tape and disc from one of our regular 
advertisers, Garwood (Wholesale) Ltd. 

We hope that this service to readers will help 
solve some of those problems that can occur 
when typing in programs (and those which 
occur when typesetting/listing them in the first 
place...). We cannot guarantee to include all 
listings - but we may also include some extras 
that we couldn't find room for in the issue. 



Tape £3.50/ User Club Members pay £3. Discs £6. 45, 
members pay £5.35 



DISC 




£6.45 




(Ciub£5.9S) 





CASSETTE 

£3.50 

(Gfub£3.0Q) 



MB Tape 7 carries a number of additional programs we didn't ha ve space for 
in the issue. Only discs carry assembly listings and ASCII text fifes. Issue 8 
discs also include -selected material torn the CPM UG library* Please note 
that although disc based programs can be supplied on tape, they wilt only 
run on machines with disc systems fitted!!. 



Pfease send me the f of h wing CPC464 User tapes/discs (delete as appropriate): 

Iss4jss1~3 Li.jjH.iiniMiiitMi n 

Issue 4 fl 

iSsudS , □ 

SssueG □ 

ISSUO 7 rrilmr 11 i £D 

Issuea □ 



*fenctQse£3.50per 
tap&or £5,95 p&r disc 
Totsi 

W WMir in iajj i rmu i i i la 



Name .... 

Address 

Town 

County 

Postcode „„, 

Club membership number 



Please make cheques payable 
to: CPC User Soft 
Send to 

Gardwood Wholesale Ltd, 
45 Plovers Mead, Doddinghurst, 
Brentwood, Essex. 

Overseas customers please add 
£2 for air postage outs ids 
Europe, £1 for Europe postage. 
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GRAPHICS TOOLKIT 

PART 3 



This months program is a real whopper weighing in at 342 
lines - and that's without the TOOLBOX routines which 
weVe been developing over the last two months. It's 
interesting to note that, apart from around 5 lines in the 
AIRBRUSH routine, none of this SKETCHPAD program is 
directly involved in drawing on the screen ! Most of the code 
is devoted to the interface with the program user and yet by 
commercial standards this program is not especially robust 
and is also still a tiddler, 

Before looking in detail at the important areas of the 
program it's sackcloth &. ashes time while I tell you about 
last month's two BLUNDERS, The first is in the REMAP 
JOYSTICKS routine where I forgot to redefine MOVE 
RIGHT! Please insert a line 

22465 KEY DEF 75,1,243 

The second goof was in line 10100 of the MOVE GRAPHICS 
CURSOR routine for the SKETCHPAD program which 
should be 

10100 PLOT CX*,CYS! / 3 

without which the CUESOR tends to become invisible, 

Figure 1. showy an overview of the program logic with the 
routines being divided between COMMANDS and CURSOR 
MOVEMENT. The sketch was prepared by the program and 
saved to disk from which it can be recalled VERY quickly. 

You should type in the program and then MERGE in the 
TOOLBOX routines most of which are used by the 
SKETCHPAD. If you haven ? t got the last two issues with all 
the necessary routines then they can be obtained by writing 
in for details of BACK ISSUES, 



OPERATING INSTRUCTIONS. 

1. CURSOR MOVEMENT can be either by JOYSTICK 0 or 
using the keyboard CURSOR KEYS. 

2. ENTER and FERE are used to make any individual 
command GO , 

3. COMMAND selection is by pressing the SPACE BAR. 
Each press will move the current command on by one as 
indicated by the ladder menu on the left side of the 
screen. 

4. FLASHING PROMPTS will guide you through each 
command as follows - 



LINE 



BOX 



- set start and finish points by pressing 
ENTER or FIRE in response to the FIX S & 
FIX F prompts, 

- set OPPOSITE corners of the box by 
pressing FIRE or ENTER. 



DOTLINE 
CIRCLE 

ELIPSE 



PAINT 



AIRBRUSH 



By David Robinson 

- as for LINE but enter the spacing factor 
as an integer between 2 & 8. 

■ you can set the interval between points 
on the circumference. Next set the centre 
point then any point on the ci rcumference, 

- as for CIRCLE but with added inputs for 
FLATNESS (the higher the number the 
flatter the shape), Note the ELIPSE 
routine can take an ARC parameter which 
has not been implemented here in the 
interests of brevity but you could easily 
add this yourself. 

- just set the start point by pressing 
ENTER or FIRE, The SURE ? prompt is 
there to ensure that you check that the 
start point is inside a closed shape. 

- This command only works when ENTER 
or FIRE is kept fully depressed. You can t 
however, use the MOVEMENT keys at 
the same time so as to pass over the surface 
being painted, Press DEL to return te the 
normal COMMAND select mode. Note 
that to paint whilst moving you should 
press ENTER or FIRE before pressing the 
movement keys. 

- allows you to set the start point for text 
entry which will end at the right margin or 
on pressing ENTER which ever comes 
first. Note that ASCII codes are printed so 
DEL will give a CHECK pattern. 

- choose between Amstrad or Epson types 
-if you have a faster version then you can 
subtitute calls to your own routines in 
lines 17075 & 17080. The SURE ? prompt 
is only there because the BASIC versions 
take a while. 

- this works like BOX but in reverse 
-filling your defined rectangle with 
BACKGROUND colour. 

- returns you to BASIC after checking that 
you really meant to QUIT, 

The empty right hand ladder menu is there both to make 
the screen look tidy and for you to add some of your own 
commands which have been left out because of space 
requirements, Some obvious areas for additions are : - 

1 . Control over ARC in CIRC LE and E L IPSE . 

2. Colour changes. 

3. A fast BLOCK FILL - have a look at ERASE to see how 
this would be done. 

4. A GRID command using repeated calls to the DRA WB OX 
routine. 

5. Finally how about a KEYBOARD MACRO using the 



TEXT 



SCREENDUMP 



ERASER 



QUIT 



Page 84 



Amstrad User July 85 



. AO^. .cc 

vrtiv/mi" ■■■■■■ \ ■* ■ 



co"i>: :<o?: 



FEATURES 



KEY command of LOCOMOTIVE BASIC by saving 
successive keystrokes in a string which could then be 
allocated to a function key. 



10040 
10050 

10*60 
mn 



[F [ 



IF c 



IF C 



IF C 



19090 

11104 

'an & 

t1000 



'2 E-H ******************************* 
2*9 REM ******************************* 
3ft REM ** SKETCHPAD far AMSTfl AD464 +*■ 
4ft REN ******************************* 

5ft REM ******************************* 

60 REN 

110 GOSUB 11090 ! REN INITIALISE 
110 1 

115 CIS 

120 EG5UB 1t500 3 rem print screen 

130 GCSUB 10000 

200 »=INKE1T* : IF 21="" THEN 200 
210 IF ZttCflflKHf) TNEN CNi=A5C{Zi) ! t 
D5UB 1*000 

220 Branch = -1*US=CHRS(5213 -?ttZI=CH 
R*I13?> 

230 ON Branch &05UB 14000 , 16?^ 
29* fcGTO 200 
9999 STOP 

1000ft REM *****-*-**-friift#*-*-*-*^* ********** 
10B10 REM i MOVE GRAPHICS CUft50R * 
R f H ***************************** 

REM 

PLOT Ctf,CTX # Hll 
IF CNK=24f THEN CT3( = CTX+tSS 
r E> HE T-HEN CTE- cths 
IF CMS- ?^ T THEN C T S = C ri- C S S 
Yl^CtfH TIEN CYJ=tm 
IF CNfc-242 THEN CXX^tXX-CSX 
tt<iXLt THEN CKt-CXLS 
IF THED C XS^CX*+CS5! 

n>cxn% Then cj^cxhz 

CBK=TEST(CXK,CTX) 

plot cx2,cri,i 

RETURN 

REM **************************** 

HEN * INITIALISE 
11020 REN **************************** 
1 101ft REM 
11040 :qmmand=i 
T1045 PAiAN= 1 
1105ft Ctt-200 
Qt&t i on 
11060 CKX-320 
ccation 
11070 C5S^2 

■*nt 5p-eed 
110S0 CTH3=394 

K i HU ■ ^iLUf 

11091 CfUs* 

niiuh vaLup 
1t10| CXH3U532 

kiiui value 
11110 CKLSl= 1 as 

rnnui value 
11120 60S.U8 22400 

1 c ks 

11159 TITLIi-"&SETCHPA[> for AM5TAAB CPC4 
6*/664" 

11t35 &€iay=50 
11140 HQJE 1 

iiui mw 

111*? WINfcOtfel/,6,1,25 
111*3 ¥INPQWfl2, 35,40, 1,25 
1115B INK B, t3 

11160 INK 1,0 
11165 P-LDf 1,1,1 
11170 IN* 2,6 
11'Sfl IMC 1,0,?* 
11190 BORDER ?fr 
111*5 PEN 1 
11290 50SUB ^Z-^flfl 

nt end 



REN Cirrent f L 



REH Current it I 



fttM Cursor save 



REN Cursor T Ha 



REN Cursor T ii 



REN Cursor X Ma 



REM Cursor X ni 



* EM Re*ap joys-t 



Bris-639 : Bry 



HEM Driybox 



II B 

* 



BRUSH"/ 
/'ERASED" 



REM Program fro 



11 m ftETURM 

11500 REM * *** * • *** ************* *** * * » 
fljlf REM *' BRA* SCREEN FRAME * 
11520 R EM *** * * * *** * * * *** * * *** * * *** * * * 
11550 REM 
11^55 GOSUB 13000 
11 H0 TL*=0 i TLy = 39fl 
= 0 

11545 PL^T 
1155& GDSU3 20Z&3 
11540- PLOT 100,0 
11571 &RHW 100,599,1 
11510 PE,OT 540,0 
1159ft BRAti 540,399 
11600 KSl-ft : Kf X=1fl« 
11610 rot LK=1Z TO 392 STEP 32 
11620 PLOT isK,L3C 

11630 BR AW IfijiU 
116-40 NEK T 

11650 * 5 1^5 40 : xtl=639 
11HB fOft 0 = 1? 10 i92 STEP 12 
11470 PLOT ktX^LX 

11660 DRM icfl^LJ 

1T69B H EI T 
11999 RETURN 

T2000 REM **************************** 
T2010 REM * PRINT COHNAN&5 * 
12020 B.EM **************+****+******i* 
12030 fEM 

12040 DATA ""LINE 11 /BO* lp ,"flLINE "/'C 

lRCLEVELIPSE'V'r'AINT 

FILE "/TEXT "/'DUMP 

y "QUI T ■ 
12050 RESTORE 120*0- 
1^061 FOR LX=1 TO \l 

nm reab c* 

1?*e» L&CATE 1,LW 

1209ft IF LS-CQMHMD THEN PRINT CtfRH 

24); : REM INVERSE ON 
12100 PRE NT tt; 

12T10 IF LI -tO MM AND THEN PRINT CHRtC 
: REM INVERSE OFF 

12120 N E JC T 
1219? RETURN 

12500 REM **************************** 
12540 £t-INKElfS : IF H- ir " THEN 12540 
t2550 IF ZS^CMRI(?5?) THEN CMX=ASC(2S) ! 

GOE-UB 10000 
125*0 IF ltc>CHRt<T3) THIN 13540 
125^ RETURN 

14000 HEM **-* * * * *** ******************* 
H0'0 REM * CHANEL CURRENT COMMAND * 
14020 REM **************************** 
U030 REM 

14049 CDMIAMC- tflHHANBM 

1405ft IF COHMAN& > 1? THEN CQNMMfl - 1 

1406ft Gosye 1150^ : rem pre 

NT COMMAND'S 
U070 ii= INKEV* 
14099 RETURN 

T5500 REN **************************** 
15510 REN t CLEM NON DRAWING 
15520 REM **************************** 

15530 fl-EM 
155S* CLS01 
15540 CLSI1 
15550 RETURN 

16(W **************************** 
U01fl REM * EXECUTE CUftfllNT COMMAND * 
1602ft REH **************************** 
1403ft REM 

1**40 ON COMMAND 6Q5UB 1 61 0# f 1 62ft0 # 1 6500 
^16400,14590, 14600, 16700, 16800,169 



ft0 f 17000,in00,1?200 

1609$ fETURN 

? 6 1 00 REM * ***** * LINE ************ 

!610S LOCATE 35,22 

16107 PEN 5 

T6110 SOUND- 1,200/0, ,7 

16115 PRINT h FIH S™ 

16120 SOSUB 12500 

1612S XSI*CX£ r "VSS-CVS 

16127 PLOT m,1SZ,2 

1615ft LOCATE 55,22 

16135 S-DUNB 1, 200,10, ,7 

1614B PftINT "FIX f" 

16U5 &C-SJ6 12500 

14150 SCFS = CXE ! r?l-Wl 

14152 PLOT i$l t 2 

14155 IF COMMAND -1 THEN D^U XF3£,TF^2 E 

LSE IF COMMAND =3 THEN &OSUB £1500 

16T60 LOCATE 35 # 22 

14165 P»INT " 

14T70 PEN 1 

14199 RETURN 

1620B REM ********** BOX ************ 

16205 PEN 3 

16210 SOUNt? 1,200/0^7 

16215 LOCATE 35, ?E 

16220 PRINT "FIX T" 

16225 mm 12500 

162 J0 Mx=M : Tly-Cti 
16255 PICT CX^,CTS!y2 
T 6 240 thX-i 
$6245 LOCATE 55,22 
1 625ft SOUND 1,200/0, ,7 
16255 PRINT "FIX B" 
16260 PEJi 1 
16265 GDBMS 12500 
16270 Sr^CXE 3 Bry=C¥jK 
16275 PLOT C«,m,2 
16277 LOCATE 35,22 
14278 PRINT " 

14230 IF £0MMAN&=? THEN GOSUB 20200 
162S5 ^&SUB 10000 
16299 RETURM 

14300 REM ******** DOTLINE *********** 

16305 LOCATE 35,2ft 

16310 PEN 5 

16315 PRINT "'STEP?" 

16320 LOCATE 35,22 

16325 PRINT "2 - S" 

16J50 iS-im'f* : IF if="" THEN 16330 

16335 tf ^l<"2 ,l OR it^B" THEN SOUNfa 1,1 

UM*j? : SOTO 16530 
1654ft LOCATE 55,22 
16345 PRINT H 
16350 ds=VAL{zS) 
163 55 GD£*iB 16100 
16560 LOCATE 35,20 
14565 PI INI " 
14399 RETURN 

16400 REM ********* CIRCLE *********** 

16405 GOSUB 16300 

16410 TA£=XFS-X&* 

16415 TBZ-m-lTS.* 

16420 A3£ = SBR(TA 1*1 A £ * T$% * T Bj 1 ) 

16424 PLOT CX£,CY* , ,2 

T6425 CBS=2 

16430 IF cfliaand-4 THEN 5DSUB 22000 
16455 LOCATE 35,20 
1644ft PRINT n 

16499 RETUHN 

16500 REM ********* ^ L I P S- E *********** 

16595 PEN 3 

16510 LOCATE 35,20 
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16515 SOUNP 1,?ift,l0 yjr 7 
1 6520 PRINT "FLUr 
16525 LOCATE ,22 
16530 PRINT "1 - 9" 

J6535 2* = I N<ETS : IF Zl^" THEN 16155 
16540 If iSf'T OR Z*>"9" THEN SOUld 1,1 
00jTO,,7 : WTO 1*555. 

16550 GB5UB 16m^ 
1*555 A#=1 
1*556 PEN 1 
1*560 SOSUB £2100 

16599 RETURN 

16600 R£H *********** PAINT ************ 
16605 ftW 3 

1661ft LOCATE 35,22 
16-615 PRINT "FIX 
16*20 GOSUB 12500 
16625 LOCATE 55,22 
1*630 SOUND 1,200,10^7 
1*635 MINT "SUHE? |fc 
16641 GQSUB 20400 
1664? LOCATE 35,22 
16643 PRINT " 

iuii PEH 1 

16*45 IF YNS="N" THEN RETURN 

16*47 PLOT t%X,tn,Z 

16**S Stgi^CX* 

1*6*9 f$>tt* 

1*650 GOSUB 2170-0 

1*655 m~2 

14694 RETURN 

16700 REM ******** AIRBRUSH ********** 

16705 PEN 3 

1671ft LOCATE 55,20 

16715 PftlNT "RAMUS" 

1*720 LOCATE 35,22 

16725 IHPUT 2$ 

1*730 Radiu5=VAL(z() 

16735 IF R&dius<* 0R RadiuiKft THEN 1672 
0 

16737 li»l|fffl ; IF zl=CHR*(1273 THEN 1 
679ft 

1674ft IF i$>CHftS(ft) THEH c»J£ = ASC< 1 *j : G 

0SUB- 10000 
16755 RADON J IE TINE 
1*760 FOR LX = 1 TO 2 
1*762 PLOT tttrtn 

1*765 RU= INT ({RND*fiadibij>- (Radius /2 

J) 

16771 R2*=JNTUKHD*Rs(iius)-(Ridiu$/2 

it 

T6775 IF INKEtt1B)=0 ON fNKEH76)=0 

THEN PLOTR R1K,R2I,2 
167A0 NEKT 
147*5 GOTO 1*737 
1*790 LOCATE 35,30 
1*791 PRINT 11 
16792 LOCATE 35,22 
16791 PRINT " 
16794 PEN 1 
1679* RETURN 

16100 REM ********** FILE ************ 

16*05 PEN 3 

16M0 LOCATE 35,20 

1*115 PRINT "L/"S ?" 

1*920 ZS" - NKE J IF U~ n " THEN 16820 
16825 Zl-UPPEfttCZf) 

16S30 IF Zio'V ANp Zt<> ,f S" THEN 16fi2ft 

T6S35 LOCATE 35 f 20 

1654* PRINT "NAHE? " 

IHtS LOUTE 35,22 

16*50 INPUT FLNAHS 

1**51 LOCATE 35,22 

163 52 PRINT " 

1*355 LOCATE 35,20 

1*560 MINT "SURE?" 

'6865 GOSUB 20^00 



T6866 LOCATE 15,20 
16S67 MINT " 11 
Ifig** PEN 1 

1667ft If m= H N" THEN 16S9B 

16«75 IF l*- m $ n THEN GOSUB 15500 : GOSUB 

22200 

1*33fl IF IS-'"L " THE. N G05U3 2?3N 
16890 GOSUB 11500 
16S99 RETURN 

16900 DEN ********** I EST ************ 
16905 LOCATE 35,22 
1691ft pen 3 
1*915 PRINT "FIX S p 
1*920 50 SUB 12500 
16925 HPl=1*CSU/16 
16930 VPS=25-CYS/1* 
16935 LOCATE 35, 22 
16941 PRINT "ENTER" 
1fi942 PEN i 
16945 LOCATE HPK,VPK 
1*950 ZS^IHKEVI : If 1%-'" THEN 16950 
1**55 IF Z*=CHR*M3) OR HM> = JA THEH 1*9 
91 

16960 MINT 1%; 
16965 HPZ=HPl*1 
16970 SOTO 1*950 
16990 LOCATE 35,2? 
16995 PRINT " 
1*997 PEH 1 
169?9 RETURN 

17000 REN ******** SCREENDUHF ******** 

17005 LOCATE 35,20 

17*10 PEN 3 

T7015 PK TNT "DUHP"" 

17020 LOCATE 35,22 

17025 PRINT "SURE?" 

1703ft SOUND 1 f 200,10,,7 

1 G05UO 2040ft 

17040 IF YKl="N" THEM 17099 

17945 LOCATE 55,22 

17050 PftlNT " 

17055 LOCATE 35,20 

17060 PRINT "A or E" 

1F065 Zt=J NKETS : IF 2$="" THEN 17ft65 

17070 ZS=UPPERt(tt> 

17075 IF Zt-'A" THEN GOSUB 15500: GOSUB 

2040ft : GOTO 17ft90 
1708ft IF Zi="E" THEN GOSUB T5500] GDSUB 

2111ft S GOTO 17090 
170A5 GOTO 17065 
17990 LOCATE 35,20 
17195 PRINT " 
T7097 PEN 1 
1709* GOSUB 11500 
17099 RETURN 

171B0 GEN *■**#*#*■** ERASER *********** 

17105 GOSUB 16200 

1711ft LOCATE 35, ?2 

17115 PEH 3 

17120 PRIHT "SURE? " 

17125 GOSUB 20400 

17130 IF VNS= ir r THEK 1719ft 

17135 IF TLr>iry THEN ST--1 ELSE ST-1 

171*0 FOR L=riy TO Bry STEP &T 

17H5 PLOT TU,L,0 

17150 DR^y Brx,L ,& 

17160 NEXT 

171*5 GOSUB 10000 

1719ft LOCATE 55,22 

17195 PRIHT " 

17197 PEH 1 

17199 RETURN 

17200 REN ********** QUIT ************ 
t7202 FOR L=1 TO 5 

17203 50UN& 1,200, 1ft, 7 

1720H SOUND 1,500,20,7 

17217 NEXT 
17211 LOCATE 35,18- 



17212 PEN 1 

17215 PRINT "SUflE? lr 

17217 PEH 1 

17221 GOSUB 20*00 : REH TES/NO 

17225 IF TNS^r THEN CLS : STOP 
17230 LOCATE 35,18 
17235 MINT M 
HTURN 

20200 REN **********.*.***************■+* 
2021ft REN * iHtAUBp* * 

20220 REM ***************************** 
20230 REN 

202*0 PLOT Tlx,Tly 
20250 DRAU Orjc, T iy 
Z026B 5 RAW &rjf,Bry 
202?* QiHi Tin, Bry 
2021ft IftAH TLx,TLy 
20290 RETURN 

20400 REN **************************** 
20410 REN * T ES / NO * 

2ft*20 REH *********************#**»*■#* 
2ft* 30 REH 

20440 VHU INKERS : IF fn*= mt THEN ?0*4B 

2045ft m=uppER3(m) 

204*0 IF TNSQ"T tp AM YDlo'TT THEN 2044 
B 

20470 RETURN 

20600 ftEN ********************#*■**.*!** 
20610 IEN * PR 0 GRAN FRONT END- * 
20621 REN **************************** 
20630 REH 
20640 CLS 

20650 TLx=0 : TLy-398 i &ri=639 : BryM 
206*8 GOSUB 2*0200 

! REN I>RAWBO)( 
2067B Tlx«10 : Tiy-Z&t : Br«=630 i Bry=1 

1 

2O6S0 ^QSUB 202B0 

S REH BRAIFBOX 
^0690 LOCATE 2ft-INT( LEN{ TITLES } /2 3 ,1| 
20700 PRIHT TITLE! 
20710 LOCATE 1,1* 

2072ft PRINT "Press SPACE BAR 
to start" 

20730 it- INKEYS :IF IJocHRtOZJ THEN 2fl 

m 

207*0 RETURN 

2&S00 HEN ********************* **+t***+x 
20810 REH * SCREEN OUNP * 

20320 REH ****************************** 
20S3& 5Efl ildEfl) 
20S4O piKln=4l3 
20S5ft FOR: kX-i TO 28 
20B60 pij(Ln=p1iLn-1* 
20*70 FOR LK= 1 T{5 319 
20480 GOSUB 209B0 

20S90 il( LX) = pl3E + pZa!4-p3a[ + p«+p5r + p6S+-p73! 
22900 HEX 1 " 

2B910 PRINT#B y CHflm?);CHBS(7S);CHft*<Z); 
CHR*(6i); 

20920 FDR j 3 = 1 TO 520 : PR INTBffl ,CHRl( i S! ( 

}*> >| : NEXT 
20930 PRIWT#e,CHRMiI(3Z-0) ) 
20940 NEXT 

20950 PRlHT#*,CHRt(1S) 
209*ft ERASE iS 
20970 RETURN 

2B9S0 p!X-<TEST< LH2 jP i r L n?>0 ) *-1 
20990 p2£-{TEST(LX*2,pixLn-2)>0)*-2 
2H00 p3X = UEST<(X*2 J piiLn-*^0)*-* 
21010 p*3!:-<TESTU2*^pi)Ufi-63>B)^S 
21020 p5S-(TEST(tS*2,pijtLii-8)>0>*'16 
21030 p6E-CTEST(U*2,,p^lFV-1B)>ft)*-12 
21040 p7t-CTE5TfLK#2,pi)(ln-12J>ft3*-6* 
2105ft RETURN 

21100 REN ****************************** 
2111ft REN * EP&tiH TTPE SCREEN &UNP - * 
21120 REN ****************************** 



Page m 



Amstrad User July 85 



* 1 1 3 H 


D- 1 Pf ii(ji0) 




REN 


r?20-50 


XP3C = RK«T-CQS C L> : TP(-HI*iIlP (L3 


1 1 1 j j 






SIN KPJCtSM^ ; HH VP-S£2{t0J 


^2060 


plot &$r,*m,i$r.*rpi 


5H ID 
c 1 1 ■■ B 


pi k L n-41 j 


?i 750 


NEAtii=i : T A I - 0 


?2070 


NEK! 


£ i 1 JB 


FOR K -5- - 1 TO £ d 


c 1 760 




cE0S0 


«IURH 


l I I D D 


pi 1 tn-pi x tri"i* 


2 1 770 


fill if.Mi ni fa j. i h ujr p, inn 

Til IL%- ( TA 1 Ll+ 1 3 N0& Zv$ 


22100 


4i £ n ***+****** f ***■*******+**■ * p] ^ * * 


£ I 1 " U 


rUK L 4- 1 IP 


i 1 r Bfl 


JET Z ± IPs ( TA I L4 J 




REN * DRAW ELLIPSE * 


L 1 1 OL' 


u u j u p t 1 £ Q 0 






"i ~i i n n 


REN *************** *************** 


C 1 1 7 B 






1 r T rC T t V T W j. 1 * U TV UI Vl.a -rail- u p ■> 

lr 1 t»i iAl4 + l*NIS,TTAJ-0 THtN S 53 = 


2?"^3& 


RE" 


t ■ fa BIT 


NFKT 
nc.ni 






;40 




£ I t Iff 


PPTUTdR i'1-Dti' 71 \ ■ r u n t f 7 5 • ruatt AS\ 
~n.in\ffQjl m .i*n$\t\J t I n H 9 l 1 J ^ ^ LnKlLDpj 


£ itt III 


IF T Iff t *T¥. A iut^ vr i ^ _ri tiifii uav_ 

If lbi LATh-1*HIj5^>T3CJ=B THEN KiS" 


^ 4 £ A 

££150 


FOU 1*0 TO 2*PI STEP DS 




■ ruD"tM 1 ■ 




XTl- t*NI X : VS3-TT2 : G05U8 ?f 860 


2?1fi0 


rfPJ£-RJ.*t:aS(L*AJir : TM=*i + Ff#SIf|<l 


_ 1 L L U 


run IV JtB ■ rK 1 n 1 Fo-,iiPlp.*t 1 .4 I 




r C T CtT r V TV V f b X ^ *■ — Jl Tliru u p ■ u t %* 

L r 1 15 r L rlTS / T Tl^^j =f THEN JsS-ITK 








i ri 1 i ■■ u. c 1 t 

J A- J J j ■ ITCa! 




: TlS-Tr* + i. I G05UB ril&iB 


-i n j ~i it 

?2170 


PLOT K5S*KPX,¥St+YP3! 


t 1 L J in 


p ft T ll T fl A 

r ft 1 n 1 rt D 


d 1 iiJ0 


IF TtSTCSiTS^TTi-Zj-B THEN XJi = J[Tl 


221S0 


NEXT 


■1 c h in 


■fl C A 1 






tZTPfl 


RETURN 


Sfl 

f ■ ■£ r< V 




C 1 5 5 5- 


t [ r U V F V fl - f un# ^ 1 111 ■ I I ■< .-. r p . L. 

IF . NICE VS-L HR5 5 1 17 } THEN RETURN 




■, H ,,U ■■■■■■■■ ■ ■ 

REN ******* *************** ******* 


?12o0 


L 1 " J t 1 A 


■ l O^L? 


IP Plt.HUA-lFVlL.5+1 IHtN A5k l?\ ', 




REH * SAVl SCREEN * 


?1 77131 


B F T 1 1 P t 




C D J C E V AV ■ fii rtu 

cKp^se TPs : ffETUH*! 




REM *************** *** *********** 


f if 


^ 1 ^ = T E T f 1 ¥■* ? ft A w I fi "k * A jC. 




C ftT n 1i( 11JI 

6UTD ^ 1 ?70 




REN 


L 1 iL T f 


p 4 1 EJl U A- " -C f p 1 1. L n i J T .' l 


c 1 DDI? 




?i0 


i rh it m a jH ■ fa fa mM 

^PEED yR[IE 1 


_ 1 _ L L 


pj*! 1 ^ j : L L ih K j. , r p ■ Ji L ! ! -*J X ID 


7 1 B 7fl 




fa*?250 


^ I 1 | P IIIHI ■■ ■ ■ ■ mm mmm umm -mm Ii p A A ■ JL _ _ 

SJYE ! * FLNANl^^^lC 0^0 , & 4 13 B# 


"" 1 311 


nl^t-Tf^r-T ni -i 1 a- 4-R 
fJ t " 1 ( J 1 U^t^pSilr! x D 


i i n. n a 

1 1 C-S-Sr 






SPEED WRIIE t 


213?& 

■L 1 if L IT 


Bit- TEST^ LI*? ni n \ ±L 


J i J) ad 


PET lifJ kJ 
K t 1 u S N 


l^i ■% ^ rl 


RF'llfi^ 


?1 * llii 

6 1 J J'B 


p-D % J 1 C3 1 I I pi IB/"t 




13 C j m_ l i i i j, j_ j i 1 - j_ i i i_ , „ . . . , . . . . . 

Rt" + + * ±t**tr pTTTTI D-^AM-plffAftpj-f ** 


2^300 


HEN ****************************** 


£■ 1 J"SH 


P»A"IC.LTliilA T c J ipiKLn If/ 


if 1 B 


D [H a hliiU tht inn r . 


22310 


BEN * SCREEN LOAD * 


21350 


RETURN 

n fa 1 yn.n 


r. I t f. v 


Htn T TB * R * A*t*A sit tTtiitf J p] 


223?H 


REH ** *************** ************ 


2' 500 


HEN * fr** ttHtt^tltttHTTTtlttf ri 


L P i L-, _i 


D FH 




Rtfl 


21510 


REN * DOTTfb i iNf # 


£ 1 7 JL7 


WflfftSt-Ritt/? uric pct-u r ii 




1 At t Mill i f-iu*uar 


fa- P J h- ft 


S E fl *"** + + * pT t* t "i A * # * MA tXtVtA-ib4 J ci±-l- 


^ 1 UiB 
£ 1 "4- ff 


V 1 V - VflsV - U ft £ C t V r v j 'iVuiv ujirrf v 


441 Pi] 


RETURN 






? 1 GRfli 
£ 1 T 


A £*.-<- AH 4 . Tt a-TtJ* + t *Hy , t | r5t 




REW ************ ** * **t***#t*4AA* p . 


21HB 

E 1 ^ TIT 


1 n ft Tk l it A J A ■ 1 □ em 1 1 <m 1 t\ 


£. lyflB 




^ 1 J 4 rl 

22m 1 0 


F P II J Pi f" U ■! ak ■ all ■ ■ all ■■■■■■ 

REN * REMAP JGTSICK5 * 


- 1 J 


■ « 3«(n \ 1 H.A" 1 flA* 1 D *> T Ida/ 




PLOT ^ 1 5 ^ T 1 S : DNALr 11X^11 


Z2420 


REH ****************************** 


HS4| 




Z19A0 


DRAW titbit 




REN 


^ 1 5 7» 


F0« L=i TO IQ STEP B£ : KM = I^4i* 


LM990 


D B ft h II^VU : FETUflN 


c-2440 


KEt m 72 # T,?« : REN UP 




TSC J TFt-TS^L* T T : PLOT JCPE^TPS \ 


^2000 


ft £ * * frU t * fr fr * ******* * ** ****** **; 


Zl^B 


JtEf &EF 75,1,2*1 : REN DtiUK 


215&0 


ME X T 


22010 


HEM * DRAU CIRCLE * 




KEY" &EF 74,1,24? : tEN LEFT 


RETURN 


22020 


RE N ******* *** ********************* 




KET &Ef 75,1,243 


21700 




22030 


1?EN 


22470 


KEV PEF 74,1,13 3 REH FIRE Z 1 


iitti 


flEN * PAINT * 


22035- 


OS=D5/130 


22a» 


KEY B EF 77,1,13 I RE#! FIRE 1 


Zt72fl 


DEN pT-pT^ H*t*#*P>Pl***3rA-iA**-l*## 




FOR L = 0 I'D 2*P[ STEP DS 


Z?i90 


RETURN 



ACU 





1 0 Different reliable speeds 
Handles more than any other 



Integral header reader 

Handles upto 39744 bytes in one go 

Loads and saves all blocks in one go 

Full on screen display 

Very easy to use 

Fully automatic 







SIREN SOFTWARE Dept AU , 76 Bridge St, Manchester M3 2RJ 



.00 
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software! 

rGALLU 



4 weeks up to 
14/5/1985 



HART 







TITLE 

Publisher 


Last 
Month 


c c ™ 

1 « 






It 

m 


1 


KNIGHT LORE 
Ultimate 


- 


NE 




664 






100 


2 


DALEY THOMPSON'S DECATHLON 
Ocean 


- 


NE 






79 


3 


GHOSTBUSTERS 
Activision 


1 


V 




1 


78 


4 


SORCERY 
Virqin 


- 


NE 






73 


5 


COM B AT LYNX 

Durrell 


18 


A 




1 


48 


6 


R6HTER PILOT 
Digital Integration 


3 


T 




664 




1 


45 


7 


JET SET WILLY 
Software Projects 


2 


T 




1 


36 


8 


EMERALD ISLE 
Level 9 


9 


1 A 


D 








1 


29 


9 


MINI OFFICE 
Database Publications 


5 




D 




664 




1 


28 


' 10 


STEVE DAVIS SNOOKER 
CDS 


7 






1 


24 


11 


KONG STR IKES BACK 

Ocean 




NE 






19 


12 


WILD BUNCH 
BT Firebird 


17 


A 




6G4 




1 


18 


13 


VAMPIRE KILLER 

Mastertfonic 




NE 






17 


14 


3DSTARSTRIKE 

Realtime 




NE 




664 






13 


15 


BATTLE FOR MIDWAY 
P.S.S. 




NE 






12 


16 


HUNCH8ACK II 
Ocean 




NE 






11 


17 


HUNCHBACK 
Ocean 




NE 




664 








10 


18 


TANK BUSTERS 
Design Design 




NE 




664 






9 


19 


MINDER 

DK 1 Tronic s 




NE 




664 






8 


20 


MANIC MINER 

Softwares Projects 


11 


▼ 


D 




A 


1 


7 



Available on Disc 




CPC 664 Compatible 




Available from Amsoft 



The Gallup software chart is compiled for the trade magazine - Computer and Software Retai I i ng . 
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ADVENTURE 
CREATOR 

For just £2,99 you con buy THE AMSTRAD PE NTAC LE, a 
program which takes all the hard workout of writing 
□d ventures on the Arnstrad. Just type in the program provided 
in our £2.99 book, THE AMSTRAD PENTACLE, and follow the 
instructions, and you II be creating your own, originol 
adventure s . 1 1 co m e s c o m plete with a f u 1 1 set of data for the 
nned i eval ad venture Ca s f /e o f Doom . So, f o r just £2.99, you 
get the book THE AMSTRAD PENTACLE which contains the 
Full listing of the adventure-creating program, full instructions, 
and a complete set of da to for the Cotff&of Doom adventure. 
You can even market the adventures you write with mis 
package - withoutpoying a penny in rnyalry! 

DYNAMIC GAMES FOR TH E AMSTRAD contains 50 
exciting games for your computer, including arcade 
programs; a com plete Chess, adventures, and much mare, 
Complete with detailed instructions, Ju&t £5.95. 

Both THE AMSTRAD PENTACLE {ISBN 0 907563 70 8} 
ond DYNAMIC GAMES FOR THE AMSTRAD (ISBN 
0 947695 1 6 B) are available from your computer 
or book store, or by mail (post free) from: 
Interface Publications Ltd., Dept. AM, 
9/11 Kensington High Street r London WB 5NP 
(U K Trade: WHS Distributors) 



Qnterbace 




THE BEST SOFTWARE . . « 




AMSTRAD CPC464 



ASSEMBLER 

+ 

MONiTOR 



PET 
PICT 



&1CTUR 



R 




ALWAYS TAKES TIME TO PERFECT. 

$ Send SAE for fully detailed leaflet 
^ Available NOW by guaranteed 

48 hour mail order by sending 

cheque, 'P.O. for £19.95 to;— 

Dept. AU, PICTURESQUE, 6 CORKSCREW HILL, 
WEST WICKH AM, KENT. 




PRIDE UTILITES 

3 great utilities tor She CPC 464 

CUT LOADING TIME DRAMATICALLY AND LIST YOUR 
WELCOME TAPE WITH OUR WELL KNOWN CYCLONE 1 PROGRAM, 

ft + ** # 



OUR EXCITING NEW PROGRAM, 'THAftSMAT 1 

# * k 1 + 

mSYCLONE 

Copy and or convert your programsto toad in up tc?4 femes faster. 
Features inckide: 

4 COMMANDS AVAILABLE FROM BASIC 

4 CHOICE OF 4 LOADMG SPEEDS. 1 000TO 4000 BAOC- 

4 COMPREHENSIVE HEADER READER 

4 LOAD AM) LIST PROTECTED BASIC PROGRAMS 

TRANS MAT 

Transfer your software onto tfie Amsfrad OfSG system (DDI - 1 j 
Features inc : ucfr 

+ FfflHWIYTRANSFffiAli PROGRAMS 
4 ADDPaOCATDftlFflEOLHRffi 
+ AUTOCRNOT-rMO MODES 
4 ERASE OR PEM*ME ^fiOGFWS 
+ COMPREHENSIVE HEADER RE/OER 

Ca&selteE7.9&inc.P4P 

ZEOiSII 

A compreherwe machine cote editor and disassembler 

Features include' 

+ CONTINUAL MENU DISPLAY 

+ BREAK PtMT INSERTION 

+ REGISTER INSPECTION 

+ HIGHSPEED HEX.COOBSTRlNQSEtftCH 

+ hEX.OODBSTRING INPUT 

Inactions indu^tgtfea^^ ROMs. 
Cassette £6.95 inc. P& P Disc - £1 095 inc P 4P 

PRINTER PAC 1 

A printer enhanoemem program for the DMP1 and Epson compatible p inters such a& trie 
ShinwaCP A8£L and Epson RX8C. 

Features indude; 

+ SCRBBM DUMP WALL MCCES 

+ 2SlZB0FDUMPfWEf^C0MP.PRNTERS 

4 TEXT DUrV 5 M ALL MODES 

4 3 NEW TYPE STYLES FOR THE DMP1 

+ AEFEV1ATED DQGESTO PfifcfTER 

Cassette £5,95 inc. P &. ? Disc ■ £9.95 inc. P& P 

SCRIPTOR 

2 pfoyam pack which is a must lor DMP-1 printer owners. Offers 6 definable 1 character 
fonis. 

Features inciude: 

4 

4 
* 



LOWER CASE D6CENDERS 
FUTURERISTC 
ITALICS 
RhA: WRITING 
BODA«?HEAVEY 
CHARACTER DEFNER PROGRAM 



CASSETTE £6.^ inc P h P DISC £ 1 0 % inc P * P 



'SPECIAL OFFER 



EuyniQrer.l'ajiong 1 



WORTH £3.95 

IK wiring a res: time dgital a art ckx* pp£E (wHtestocte bat) 



PRIDE UTILITIES LTD 

7 Chalton Heights 
Chalton Luton 
Beds LU4 9UF. 

Customer Enquiries, 
Tel: 0662411686 
Between9 + 10am 




Bupope-AODEipertine 



Rest of wo*d ■ ADD £ 1 .50 ptf thle 
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64 



IKIA 



BP 



Sp 6 o f 



1 



5< 



3fl 



6 



1 



ARCHON is brilliant. There's 4|RS^ 
something In it for all games m$^B 
addicts; arcade, adventure 
and strategy are all here. My gN*** 
only complaint is that it's best 
played against a human opponent - the 
computer's just too good and you can't 
give it a handicap. 

Bryan Skinner 
Persona/ Computer News 



# 



c<?V< 



Features # Play the computer or a friend # Computer 
player gets tougher as you do • 64 Battle combinations 
# Separate battleground screen # Medieval pieces 
like the wizard and the sorceress - magic spells and a board 
that changes as you play • Deluxe boxed package includes 
fufl instruction and hints manual # Joystick controlled * 

* ant/for tajyiofltfd eoMref (Spaclntm A Amstrad versions) 



AVAILABLE FROM ALL GOOD SOFTWARE RETAILERS - IF IT'S NOT THERE, PLEASE ORDER 



St 



ariria A 

HIGH PERFORMANCE PROGRAMS 



... ;■!.. M,.... i , ... I .U. I . ^T^!gCT!TT^ro^Tff?W^^ 



— . . .ox -.too: . .co 



I ■ I ..... I ■ IL ■ ■ ■ 



::: ::::::::: :::_:-.: 



COMPETITION 



Competition Time. 



Having judged the latest entries for the Amstrad Software 
Competition, it was encouraging to see the increasing 
number of entries on disc. Machine code P however, 
particularly in the arcade games , was sorely missed. 
As with the previous months competitions the judges were 
looking for more than just programming ability, 
Presentation and the standard of the documentation also 
played a part. 

The new flexi-pnze system improved things greatly" 
therefore this month there are five winners. They take the 
form of a first prise and four runners up. The big winner is 



cribbaqe 

by N* I coin Amir mis 1MB OMOmJ <g> 



Please M&it 




Mr M Andrew* - Cribbage 



Mr M Andrews for his cribbage program< He wins '600, The 
remainder of the '2,000 goes to D L. Lau for Pieman goes 
planting, Mr Livesey for Astro-Pac, Mr A J Brook for his 
banking program and to Mr Speefcman for his Duck Dodgers 
arcade game. They each receive S 35CL 
It is worth spending some time to look at each of the 
programs in turn. 




■ »■■»■■ 



4 > * 
• * * 



• ■ ■ - • 



m m r 4 <t 



M- M * 1- 



C R I B B R G E 



■mm* w m J 



m * m m -m 



m m i - ■ 1 

* * m ■ m J 



"ft 




Mr M Andrews - Cribbage 

Cribbage fully deserved to win. The program plays 
according to the rules of the game and the graphics are 
beautifully drawn. Everything from the slowly produced 
title page to the input routines within the game are well 
executed, 




i 



i,\r. 



■• ■ - I 



-: 



. mTu f" 

mm 



deck 



d m 



■ - - ■ 



m w m * m 



• ■■If 



&&&& C f? X d H H t£ 



1* 

1 



* « * * 




Total 
] 7 




Mr M Andrews - Cribbage 

The four other programs show how difficult it is to seperate 
programs covering different topics. 




D.L Lau - P* man goes Planting 

P*cn>am goea planting, wam f t quite called that but this 
magazine doesn't want to upset anyone.lt features the 
horticultural exploits of a yellow disc-shaped creature who 




D L Lau - P*man goes Planting 
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goes about planting thinp in his garden. The game was fun 
because it presented just the right degree of difficulty p and 
contained a variety of hazards, The sheets become 
progressively more difficult and it looks to be a good 
candidate for later listing in the magazine. 




Mr Liveaey - A*t ra-Pac 

Astro- Pac is a spaceman in a maze game. To play you have 
to fly your little astronaut around a maze using left, right 
and thrust controls. Hitting an alien or a force-field saps 
your energy, This k precious and has to be refilled. The 
multi-coloured spaceman character moves smoothly and the 
mase is well designed. As with the other winners the game 
played well. Some of the rooms proved to be too difficult too 
early. With twelve rooms it will take some time to master. 




Mr Spe&kman - Duck Dodgers 



Duck Dodgers is based on the "Buck Rogers and the Planet 
of Zoom" arcade game, this makes the title the least exciting 
thing about the program. The title pages are neat with with 
extra large D*s for the programs name, The backdrop 
contains some pretty shaded moutains and the terrain in the 
Tmt sheet is made to move by the use of palette switching. 
Some of the movement is a bit jerky but otherwise this is a 
very ni ce game. 

The filial winner is a bit different. Banking won a prize 
because it is genuinely useful. The author, Alan Brook, 
wrote it for his own use and it is one of the few applications of 
a tape based computer system which benefits from the power 
of the computer instead of using it as an expensive note book. 



SCORE OOpXO SMXFS 3 




Mr S pee km an - Duck Dodgan 




Mr Spsokman - Duck Dodgers 

The feature include the automatic accounting for standing 
orders, and handy routines for updating the database. 
If you enter the competition please remeber to include your 
name and address in Rem's at the beginning of the program 
or as a loader program. You should also mark the tape or disc 
with this information. Amstrad look forward to your future 
entries- 



ACU 



foul 









lit 




498 % 


; * 


Mi 






im 






fti 34 





J ELITE JBX 



W VTO (ft 



M r A J Brook - 8 a nki n g 
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£2,000 program 
competition! 



Think what you could buy 
with a £2,000 windfall... 



The objective couldn't he simpler write the best program submitted to the 
AMSTRAD USER review panel Every other month £2,000 wit I he shared 
amongst the very best en tries. 



HOW TO ENTER: 




The wm liens) will be the entrant 
or entrants who subm it ihe be$t 
program. It may be any piece of 
software that runs on the CPC464 
OTCFCBG4 

The name of a] I the winners will 
be printed in the next available 
issue of Amstrad User, 

AJ1 entries must arri ve by August 
1st 1985. Entries arriving After 
that date will be included m the 
next issue's competition, 

Ail entries musi INCLUDE a diss 
or cassette copy of the program 
with some codee where 
application (plus loading 
instructions where necessary]), 
AND A SIGNED COMPETITION 
ENTRY KOKM. 



A full listing would be helpful, hut 
not essential. A brief summary of 
the program and ite purpose 
should accompany all entries, 

5 All entries will h& treated in strict 
confidence 

6 Neither AMSOFT nor AMSTRAD 
can be held to be responsible for 
any loss or damage to any 
submission. 

7 No correspondence can be entered 
snto concerning programs 
submitted for the cash prize 
competition. 

ft Hue decision of the judges is final. 

9 It is a condition, of entry that all 
e rLtrfa riEs have exclusive 
ownership of the copyright of the 
material submitted, and that the 
winners agree to assign all 
copyright in the winning proejam 
toAmstrad. 



All entrants must undertake not 
to submit the same or a similar 
program to any other magazine^ 
publisher or organisation until 
after the announcement of the 
winning entry. 

10 Artisoft may offer-to publish 
programs either in Amstrad User 
or as commercial software, in 
which case Amsoftwil] Jigreethe 
terms on an individual basis with 
the authors) concerned . Amsoft 
reserves the right to amend, alter 
or revise any program that is. 
publishes. 

1 1 No employees of Amsoft or 
Amstrad, or their relati ves may 
enter this competition. 

1 2 All entries must have the name 
and address of die programmer as: 
R£M 1 s b the first few lines of the 
program, or loader. 



Think about your program, and 
map it out in a series of events or 
features* Write the program onto 
cassette, based around these 
events and check that the 
program runs as intended- Once 
you are satisfied, &end a copy of 
the cassette in a suitable 
envelope along with the 
following: 

1) A brief summary of the 
program in 500 words or 

less, 

2) The completed competition 
entry form, which must be 
signed. 

3) Program listings, if 
available. 

4) SAE if you want your entry 
returned. 



SOFTWARE COMPETITION 

No entry is valid unless accompanied by this official entry form. 
Only User Club members are elgible to enter. 



User Club Membership Number 

Name imi „„„„„„ 

Address 



P o st c ode „ m *. ** *« »•« w 

Telephone number ™ ■ » * ■■ .« * * .■ » . , 

*NB All programs must be submitted in UNprotwted form. Preferably on disc, 

I have read the rules published in ^tfiTIM' COMPUTER USER, and agree to be bound by them, 

I have enclosed: 

□ tape/disc 

□ listing 

□ SAE for the return of my en try 

□ A summary of up to 500 word s 

I am over 18 years of age, YES/NO: Age if under 18 

(The signature of a parent or guardian is required where the entrant or the nominated representative of the 
entrants is under 18 years of age.) 

SIGNATURE tttTTTTfiumtTTtftit « 1 ^»*»»^»»». -Date .....i-4-.1-.-11-.444-.-.-.-.-.-.-.-.-.-.-.-.-.-.-. » mi. « 

Prograni. Name a.......****-.-...... ..............**k*«iiki,k*k***********«4««««««««ii4-.-..4........fe*i.fefl***M«-i-i-i-i ............ 
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COMPUTER WORKSTATIONS AND DESKS 



The iatesc addition to the Shirwcnest range has been enthusiastically received by both 
dealers and home computer □wrwra for providing air the facilities a computer use? 
could require. Shown m our phor.oqraph witfi the Amstratf CP£4£4 you can see there 
remains plenty of space Doth Defined and atongjid* the computer. The raised shetf 
provide* ample room far your monitor, and ff you choose, a pf inter. Any weight will be 
easily supported as aFJ the sheh/es are fitted to two meta* raifc which travel Ehr ftjlr 
width or the desk and local* into rhr mr:^i pnris Castors provide an often needed 
mobility for your desfc "me shelves are supplied in a Teak woodgraln frriisn bo 
rompliment the dark metaHc drown painted metal raifc and end frames. 

A* the t?acif o-f ir*e desk mere r^ ample space above antf below the coturesy panel Tor 
interconnecting leads and paper feed to the prints?. Fvery requi^erne'-L has. been 
provi(*edfdr. 



Dimensions 



Distance between top and malme sherf 

Distance between middle and bottom shelf 

Depth of plinth 

OeplD of bottom: sneif 

Width 

Depth 

Height 

price £69-95 



216mm (&'/ a "| 
Z92rmtijlT V 2 r } 
3Z0mm(l 2 7 2 "| 

6i0mm(24"J 
SS9 mm [35"J 




The modei 450 workstatw ha? ""'any feaiir r es 
not found on large desks twice the cost The 
top shelf has 3 large holes to a I row the leads to 
be easily fed to the b ack at the unit. Once here 
they are all fed mtrj a 4 into l mnst-prpfcjg 
supplied with the workstation, thus 
allowing just one lead | supplied) to be 
required for mams electricity. The pre 
* ferried plintfi is movedihre 
allowing ic co be used either left 
oc right "handed". Fitted to cne 
bottom edges is a non sfJp rubber 
sjrrp mating yout monitor safe. The 
painted rnetai frame pravrdei 
substantial strength and stability 
whilst the fitted castors aJlow easy 
mobility 



Model No. 450 



Dmensions Depth of pi In m 
wwiofplrth 

Distance between iower shelf and workmg sheFf 

DepEh 
weight 

price £59-95 



2^6 mm [11 '/ a ") 

473 ram (18 V) 
17Kmm(r> 

762 mm [30 "J 
500 mm [19 VI- 
743 mm [29 VJ 




MckM tfo. 600 




An attractive ptece of computer rumiture the model 500 also provides an tne 
computers users requ^eme-Mi. A fLitf width monitor shetr allows easy reft or right 
hanrtec? operation whilst SIM providing spate fee the printer. The large woflr surface 
gives plenty of room for your Amstrad computer with ampde "worfcing room" srJIr 
available. A unique Shineaest development allnws thr desk to be mo&rie by the 
firing of 2 painted metal castor supports. The very large- courtesy pane* ensures thaC 
the desk H staWe and sof irJ and wifJ not ' 'sack" like some models availattfe. The back 
is "art away" to allow unobtrusrve removal oF lead*. The model 500 is available in a 
Teak woodgrain finish. 



Oirrrensions Depth of ptinin 


?96mm|M V/-) 


Distance between cop aniJ rmtfrflc iher 


130 mmfS'l 


Wdth 


^65 mm (36") 


Depth 


58C mm (23 


Hetght 




price £54-95 





ShinifrifwPtKjductiLKJ.irejwrifestaaiff^ti company supplying many major HMtronit company! including *mv<x} Ourrange ol products are scfct by such outlets ai Haras, Stfrldges and OH Ewam. 

TootJUirt your Computer desk or wgrt stadon we suggest yftr pu'C'viie dtany nF the fallowing dealer - 
SpKIMit Dealers. 3D Computers RanKO. ^arflts, m EtetlfOrtkJvCtrfdlestti Co^ 
In Ve unlikely cvmtthatyou are unable to attain aie product jcu nqm, please contact ^interest at the addrra ix low, who wtf provide die nameandaddresiU 1 ynur nearest stockist 

SHINE CREST PRODUCTS LTD., 
UNIT 14, DICKER MILL, 
HERTFORD, HERTS 
TEL. HERTFORD (0992) 51977 
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AMSTRAD CPC 464 SOFTWARE 



TITLE 


RRP 


2U 


TJTLE 






AMEEDCAK FOOTBALL 




tjs* 


tCDKCKEACK 


K W 




ADVEOTU1E QUEST 




T.h'i 




■1U ">l 


■ii — ■ 

St" 71 


ASSEMBLY LAtfGVAGK 




ID.4C 


JETBODTJACK 




-■ j!" 


AMSCAIC- 




jSH JIG. 


iKWErflOf HAflTliOM 


LLH 






MB 


?■» 


JOFfNVEiEfl 






BEACH HEAD IT. 






J AM H if J 


Bjb 






7/3S 


Lll 


y^RDSOKTlHE 


3 96 


7.fii 


BOUNTY "BOB 




7.4G 


1 r 1 JT\ 1 H DIjCMIII. 


89t 


• •' 




Mt 


7,-tfi 


kfTNTjFjH 


HH 


ill 


Fl JUJKPAT tt E HH ( p! 1 1 J J E 


■ 


A..R 


Tflih 1 It-- m( f. 


:i :f- 


1-1 1 


H.un ' i 'KH \tiAH : ■ 


1ft N 




UK !X) 


9« 


T.S4 


fltCWN JAfJH&CkALL 


"J.-fri 


i-H 


l r l * it" j .■ ■ t" i a ii. a i u jl li ~ Lr i n ■ ■ r.* ■ ■ _ 

v r.%A( F r. r ruhW \> .. <l lM?.IJA 


li.H 


i.U 


SaTTLE FOR MIDWAY 


*|£ 


Ml 


MiU£Lf:<:iJ.VlK?i3ciR 




■■ 


SULKSOCKRS 


# W- 


". ! '■ 


Lf L 1 ".Jl LJ !.■ l'v\ , M/ t! ■ I",""", IJ 

Kili< Ill >ft LA/JJ^ a L 1 l\JK 






COMAS 


f-h: 


1.4 


MANIC MINI fl- 










V.nQ 


ITJrTS¥B 


.. -.1 


E IK 

3 1 ¥ 










l"l ~-M 


. :ih 




T DC. 

J. an 




r p PiAHLl. 1 


■1 Cm 
HI 


L, 1 E 

n i ri 


1 jFU nAFARfiK 


34 EH 


i. n ■ 


□ ± 1 rt [ r Cj i ■ r-ji >—i r-.n n 

(t*l II.H.pvEK pWOSCOW 


■1 ijC 


T dE 

i nil 


IRQ DtG- 


s y.j 


i r.r. 


nr. E L PLTl L L-LTLn 


7. IV 1 


7 4-i 

l-W 


OATAHA.^ 




1 1 1 L 


3 1 1 Zr 1 t: r '. u 

iSUic* i vyit 




h ni. 


Mr V-MIN ■'•rilsr.M . n.h 


a" Ma 


J. 114 


iD J CSJ J r n _rJL LTi 


■J UK 

r . 


1 .w 


OAJfBOTEflS 


L] 96 


_.. — s- 




r.Wl 


v dj'i 

n.(HI 


EAJiT VATJW.T.UI.-> ID 




HZ. i b 


lime •eu,' lai i 

PI >. e Wf HJI L Li 




V lUL 
IM 


E-MER^ 1 013! Y 




7.1* 


IA :.- Jl ^■H.AJUhL> 






K-.SbK-.S 1 


E: iXC 

P TO 


j FlE 


LUVCI i U "U - J'll IJ f'J 


. 1 UP 


1 1 W 
J 1 .K 


ffOWES ANALLY 




7-41 


.RIHJ JiNCRI JTT 


P r.r 


4 JK 


fihh; the vntirit - ; 






ETLvWOTlE? r¥T I* i~i O-." - T C- '_' 


~j r,- 


n p j* 

■ -V" 


HttHTHAlX MANACZK 




■All 


RpVHllNTBP. 




7.+B 


FEiliHT MATH iH ■ 


E 3b 




el iiL rj^iriT' IK L" 


iL ■!■'■ 

* Wr 


n -IK 
'-in 


IfSiiHTIK HLLOT 






rari i n a ~i ■ j u j wnn 

^TAnf HMMA^enO 


R!K 


rt_ah] 






i: i r 


2".' p?Li n i 


t ru 


i .'H.I 




T.W 


K IS 


TIWKSACT 


w» 


3-.4S 


CRT LZ 1 L^J"~~ IL'J 1 LI 1 1 hu L K'l 1 

rl Tm i j "Ti 1 rLL lki r. Thl' 


r. chi 
D Hi 


■ pan 


1 !A'nML I.T. i 1 T.1 1 


• w 




t" c-! L ! Ll 1 bTiAN K. 


■ ■ - -j 


!> -IS 


1AI UK 


ri nil 


. . :■ i 


n l- a u n ptj i x n U : i ' l ti 

1 i ELHJl U rjj A MtUV ElTi 


U OK 

n jn 




L HI U-JJ LaL - rv_ F L L- L-L- 






i ;H"i: 'IjH 


■1 -J — 










1 1 rt-. ■ r. ■ n r. b r. /■! 1 1 r . 


□J* 


1 ."HJ 


i .til T Pi 1 Pi 1 




e- -.11 


r Ti - — j~n * • n ■ i i ■ ■ ■ i i ■ i ■. 

H- ... -.h ■ - 1 r -. 


c .J p 


[jjHl 


UN L LC L- LjA U jjx. 


" nr. 


JJ dJE 


FIC-THI ACCOUNTS 








aa* 


7.W 


■ITFt -'KS."rr. j.V. 


,5« 


4M 


HPKlt.U.tWrKKS 






HEUDOPTER 




4U 


IIIj.IHKWHIIIuA 




*.« 


■L-h^RISR ATTACH 


aw 


iW5 


.ncrHErrwn.i.v 






rt£AT"JiHftW A 1 


lift 




AMSTRAD AJWlFr 


s» 


Ul 


HYTERfiLASTEft 


lie 


.1 1* 


j^KYmRTlCOlfiWOW 






IfcOSBIt 




|[JO 


CH0STBL1STI11S. 


II 


t» 








KdM&STRIKESRACK 


PH 





SEND CHEQUE/P.O PAYABLE TO: 

■BUTTSOFT THE BUTTS, SANDPITS ROAD. RIC HMOND, 

SURREY TW107DT 

i AT," . PROS INCc.lHJK ]^P. V. A T. AM) [-'AST DELIVERY i 



Amstrad Software pack 
minus easi Amsword 
£15.00 o t n,o P Am soft 
Snooker £400 Phone 
Ruishp 75070 ask to 
speak to Royj 



AMSTRAD DMP1 printer 
six months old still boxed 
hardly used. Together 
with Amsword Word 
processor. £95 only Phone 
01 3609717 after 6 pm. 



VATCABBM&CABIIM. 

ONLY £190 



* 

x 

X 



ONLY £219 



ONLY 



PRINTER BARGAINS 

BKDTHERM10D9 

aQai.SOc.p.s.3K9Lt!il-LTMLT»JC 
ISBcharaders - e^larga! oamipfliiScpd Llallc. anper ft uubsjipt 
FuUy EpsDD □ouTLpaJUlib 
FrtfliMi ted Tractor opto ai£ IS 
RolikikljgrflptlDiiCB 

MANNESMANN TALLY MT8D + 

* BO col lOOc.TiaBsBdot-mriinx 
^ (hifijMpp^lEtyiQiDr]ja^wrilfng 
jf Tra^rantfifidltifiieal 

TAXAN KPB10 

Med leacps-tDaAFTMODE) 
27 cpa. ar lelier qufcUty made 
Frictlnii A TVfliriDr Emd 
EXTRA NUinDKal2B 

INTERFACES 

J 3j izlLQj lH E. uiikjET . . . . . . . . . bui.i iijiji d . ii £12. 

SOFTWARE 

TaswordJMfl , r , , ; *2l. 

Tasword ^E4 .... ,.,,.,.,..,,.,„,. „„,.,,..,„.,...,.,.... £16. 

TasHTiijt464 £Q 

m w|n MH L |: ITP 1 1 i- 1-111 intiripiii iiifi-i-i-i-i-i.i ;i is lEininrinraitiiii iiiinmniraNnfinnniiiiinriiiimi ^P^Pn 

Tssoo^r^r 4 54 ji.,^Lu .... .. _ . „ . . .A; J p 

BosiiiEss software avaiJablB on disc plsaas call Lis numbEr below 

STRONG COMPUTER SYSTEMS. 

Bry Cnttags, Psitid, Carmarthen Dyfcd. SA3Z 7DJ. 
Tat EEG7 23124G for ^si^iann! !!! ! 



* 
* 
* 



Computer Dyslexia group 
talso adult literacy 
programs) for parents and 
teachers of dyslesics. 
Small copying charge 



only. Large S.AjE. for 
details. Brother Henry 
Mayfield, E, Sumex TN20 
6PL 



DEMON LORD 

A two Player fantasy war game featuring strategic and 
tactical map^ up to nine armies of nine units on either side, 
and a cast of thousands including Elves, Dwarves and 
TroISs. Includes a complete instruction booklet 

Send a Cheque or P/O for £7.95 to; 

Airstrip- One Software 

Tall Trees 
London Rd, 
Stranraer 
Witownshire 
DG98BZ 
Return of Post Service. 




ICE BLUE 

Software that Sparkle 










Om 




i It 












Pj-i« 






Jr^wjDQe'j^n. W;iLly 




BflHInrnrMjriujiY 


7.RS 






Ffr/.buJI MiLllLL^Ur 


5.2S 


liiu^hhleiiiJ 


BJS 










Rficthp-Vipiir.e 


7.W 


BtwntyBobSLriktttjnrk 








KiEklnrJMnt 


7.fN> 


ChertbaaUra 




KJIictCiirilk'CiufiUeL 


'm 


ttareraifcHPreUidti 


7.7S 






Mariif Miner 




HnrtrdlHeririiidly 


7.T& 










rtwse pf UeSiET 


5.95 


/oxirm 




Sp*nn*nnan 




J**nin.v Bab 


5.9fv 


RC'nQuMfrirTyh!!- 




SLevu J]aviH fxKukitf 


&.as 


RaidowrMOSOtrtV 


H.UL> 


Cr(p|3&ll*vi?ri|is 




7'ruMhrriXTi 






5.HS 


B ri em pJ bc*i "b Su^e nata^a 


SJH 


Amerkan Fsatbail 


&.20 




5.95 




b.J«.' 


Batlipajc'ktr'd Gu'ih- 


5.3ft 




8.54 






Cheques, P.O.^Tft: 


Ice Blue Softwai^ 




FREE: P^aTnarama 






36, Walpole RmcI., 








London N 17 SEJ 







MIDLAND COMPUTER LIBRARY 




ATTN: AMSTHAD OWNERS 






The Fir&1 1 LargeM AMSTRAD Library in Ihfi Wodd 






(often copied but newer equaled) 




1 


All tfte Laiesi trills oncawfta and to 




2 


Vourfirgt lape hired free 






Life men berahipEE 






Hire charge humanly £l .50 inc p&p for lull 1 dava 




5 


NofanN ir> Hhe amauni oi gamn cw iwe 




e 


AH garnes originals witnfua rJocwnentatiaT 




7 


Ganrcs, Business and Educator^ software 




3 


Reium erf post service 






Loriesl new hard ana software prices in !he UK 




1& 


Join now an 14 day manay tiadk guafafilaa 




11 


C'jfif 3DD litlas ift gioch 






PLEASE SEND CHQTO FOR 






• nqetn?' wrth f rw setebtKn rjriBi^e SAE for furl her details 




e 


MIDLAND CO MPUTER LIBRARY 

^ 28, College St, Wort^ecter WR 1 1SL 

X ^ Tel: (0906} 61 10M 









ASTROLOGY 
for beginners 

Teach yourself astrology uaing your Amalrad 
A Starter Pact comprisfng a simple program to calcu late a horoscope, a n 
iRtroductorybcokr&taTKl Jself-tifaeriing programs (how to interpret th@ Kora scope! 

only £11.50 

No previous knowledge required 
A3so many other programs for more experienced astrologers 

Please send me the Astrology Starter Pack fart he Amstrad 

\ enclose 5 c heque/PO r U .K r for El 1 ,50 (1 nc p&p) , Outside UK ^dd 50p ; Or, 

I enclose a large sae for free catalogue 

Neme rr-M,rr„.., ir.i irrm i.rrrnrr.M r p r. .,1. p- --■ 

d d f € S & L..JJ I LllJJJ I LbJJJ LLhJJ^ iL.iJIL.i^ ^Lbhb J LLL.JJ LILLJJ ILtlJJJ L _ _ _ . B, ^ Ik . J J .1 LLidJJJ LL..JJ LLb.JJ I LLbJJ I I LLIbJi 

ASTROCALC (Dept A) 67 Pease roft Road 
H&mel Hempstead, Herts HP3 8ER Tel : 0442 51 809 




CHILTERN COMPUTER CENTRE 



BENEFITS: 

1 j% Disco Lint at] all Software 
Fi'^'n "3]cca-_n.i an Hardware 




JOIN OUR SOFTWARE DISCOUNT CLUB ^<-iS2KSi--i-. 

write or phflne inr detailF; 

Games of the month: Ghostbusters, Knight Lore, 3D Starstrike 



AMSTRAD HARDWAHE 



CPOk4COLOLia 

cpc m COLOUR: 
CPCfH GREEK 
DPI- 1 DISC DRIVE 
DlliC DRIVE 
POWEH5UPFLV-H0m"LAmR 
JY.£Jt>¥fttH:n 

q*ncKS«OTKj[>v^ricK 
rDiscmox L«i 
riuHrurciGLEi 

DMP-LETUNTEFZ 
MPlft PHLNTKR NEj^ 
{TASflPiLHTEfc 
PRIKTEHLEAfl 

AMSTHAD BOOKS 



MACHINE CODE FOKGIttlffNKRS 
r fWK FIRST AM3TOAD PJuKll&AM 
thEWDRKlNGAMSTBAD 
SEN lUTlTJff AL -G AM E3 QKAJUffTRXn 
BASIC PHKiRAUMDNG OS AMSTRAD 
PRACTICAL J*fflXJ RAMS Ft* CPC4S+ 
■SiTARTtNG BSLC IHEff I*. |j 
AlilHTRAD GAMES BOOK 
A. hlKTE A. D CO MPLTtMG 
lUfciTHAIj PWXSKAMMING BOOK 
AJGiTIU.1) AJK)RVKL¥ LANGUAGE 
A DVEJTTD SE I] A H F_H FORTH E AM5T0 
40 EWCATIOiMALGA MF5 FORCED Ifc 
COMFWERCHALLfftlOra 
!Ny A QUTSOTTHE AUfmun 
THR 4 DVANCED U£EHfiUCI5h: 
THKAM3TRADCPC464 EXPLORED 
A [:HM Jig GmOEHOTHE AMSnun 

AMSTRAD EDLCATiaNAL 



AMSTRAO BAfilC: iPAftTl.l 

AJUSTRAD BASIC iPajwij 

AKI tfAJJ.. VEGETABLE MIPTKJUU . 

HAI*FY LETTER 

HAKFY NUMffflRS 

HAHFVWRmrfC 

JULNTIKIT 

HAPRAJJ.V 

MATJ45 INVAUHKK 

OflflEY 

T1MEHAN ONE 

TWEMANTWG 

WORD HANG 

WOEJUiWISE 

AMSTRAD GAMES 



3-J>MJrteiftTER<.?HA^F 
:]D STAJ^t HIRES 
AIMIRALGRaPSPEI- 
ADVEHTURE tj UEST 
AlftTftAJFlCCGNTfiGL 
ALIEN BREAK EN 
AMERICAN FOOTBALL 
AMSGOL^LHSD* 4 





AMSTRAD fiAMES-raNT 




AMSTBADGAMESilBNT 






JL k T B_^: _ ~ 1 % 1 F " 

^ Rilt,.lll t 




II "^T fikK;..! KK 


m 




JL^LlE&OIEHOTF 


f-Sfi 


JAHHJN 


Mdfi 




AS*..KI.I(fVL ^GMFUffCQL NTTR 


KSI 


JET BOOTJACK 


H£fl 




A.N IMA J KD^TRIP f*OKER 


?K 


JET iET WILLY 


HBC 


til tut 


ARNOiDiTJflE^I TO" SOME *'HEFtE ELSE 


&M 


JEWELEOFilABc'UrK 




1 J. ■ O'l 


. H' • '1 . 1 .V K 


nJG 


.'IIHVV'- ^ il 


LH 




^ T-. .LI .-Li l .-■ 1 /i 

ATOM iH i\j-> 1 l/k 


v 


niu jsr gorilla i gauntlet 




i.! ri= 


RW XOAMMO> 


m y;. 


KMLGHTEjOFLE 


9H£ 


] ! >. 


|_" 1 |l|| 1 " 11, Ijr I ■ ■ II 

KATnA jiqr VI ,m At 




■■■ •■■ '■■■■\ -!l K I- > Ha; h 


4.9& 




EJ-AHJAiLH 




EjA5ER*WARP 


4« 




I!>!l IKjr.il 




LnETlfJ-OFTIME 


9.« 


i " «■ J l 


pKIDGEPLAi ER 


■ 


klANE-irWINTR 


■ B 


_" r ■ ■ ■ Hi 


CENTRE COURT" DISCI " 


1 : H". 


MASTEKCEUCSK 








fJB 


U ES3AGE PfeO H A PTDROMEDA 


■ i: 


1 p y& 
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All software prices 
induda carriage 
anywhere tn the world. 
All hardware prices 
include carriage within 
the U.K. Overseas 
customers please 
enquire for hardware 
prices please allow 14 
days far dElivray on 
hardware. 



MAILORDER 

r'lEASE MAKrf HRJUES 4 EffiTAl OIIDCH PATABLT TO 
"HEVfEftDUFM CI»4PVTER9 LTD' 

TBfiBflUJmflDAE, 

VKA w ™ 

J^!!^— BEDS Uf JILT 

CVERAPAH TRAK* MAUlJUJEREminUEE WE1JEMF: 
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Make your AMSTRAD start paying for itself! 

Games are fun, but ift time ym used your computer for something really 
ustfqi, Like brining yttur financial affairs und^r control with . . 

MONEY MANAGER 

A professional ty written busine^-rpersonal financial mangement system, 
Record all your transactions far the past 12 months. Up to 100 entries per 
month. Up in 50 classes of income-Gipenditure, divided into groups. Up to 9 
accounts {current, savings, credit csrd, building society, VAT, cash etc). 
Fully selective monthly statements, annual statements, pie chart* and 
mo It ipie bar graphs. Full set of demonstration data included. "Clearly laid 
out, easy to understand, perfect for a tyro... the screen display is excellent^ 
Popular computing weekly. 

Cassette + 12 page manual, only £l4 h »5incl p&p 

from 

Connect Systems, 

3 Flanchford M t London W12 9ND 



HOME COMPUTER 

AMSTRAD UTILITIES: 

BACKPACK 

DflE ULTIMA^ JUOlf p 5T51EU IMJUE \m\W Ml ANC 
SLTTWAflEQjHfllNAT™, 
hjajianteeji liiroxssnjLL wtih Ml L^rilMl- r7TL,TEME. 
HECU1RT3 AWT MMESTlCl^5SniI.flmMI£E: L\2 

HiEHSPEajunLnr. 

□MVEBTS 9HFTWAI1E1DUJADAT HIGH BICT.j^MlUrij^ HMLJ£ffiiC5 ffi 

□ISC MAS TEH. 

FUUT AUTUMATTE TAPE TO f!f 31 TO A N E FT H IT^"7Y Ei: ?t :KmJlT|N&rJHL7i 

n2SA9SfflBij:H.™mi3T3aunT,[iH:^ w JumTm 

BASE DEFHirmT + MAlFV Jfrj^EllEimLTEfflaDLi:! 
aU«BE1S7jAJ I ESt3Jfii l EHia 

PLEASE ADD € ] .DO POST AND PAEKJUB OR SENH SAE. FOR FULL DETAILS 

Home Computer 343 HoldEiLhurst Road, BournEmauth BHfl 3D A 



AMSTRAD SOFTWARE 

BIG RANGE LOW PRICES FAST SERVICE 
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u WOR0SQUAREWORDSQUAREWORDSQUAREWORD 

| THIS POPULAR GAME NOW ON THR AMSTRAD. FIND THE 
g HIDDEN WORDS IMA BLOCK OF LETTERS. 

g *15 CATEGORIES * 4 LEVELS OF SKILL * 450 WORDS * 

P ENTER & SAVE OWN WORDS * 

I THOUSANDS OF COMBINATIONS PER CATEGORY 

| SEND £5.95 TO KEY SOFTWARE 18 H0HNHY CROFT, 
g, LEYLANE, LANGS. 

* WORDSQUARE WORDSQUARE WO RDS QUARE WORD 

Am sir ad User July 85 
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GARWOOD IS GROWING! 
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Hie pricti mm #it VAT but Itw* Hnfw. ^ - Single Sfded CVS = Double Sided = S^e Density D/ti -= Double Oansity C'D = Quad Pensffy 



STOP PRCS* 



NOW AVAILABLE MAXEL 3" Compact Disks available m individual storage case. 
£4,60 inc VAT & POSTAGE 

QAMAT MEW OFFER . — 1000 LABEL-TRACK* 3V a " * 1 7^ u Computer Labels in flip top di&pefl&e* 

E&.75 inc. VAT and Postage 



supplied for most printers finchidirig the Amstrad DMP1 @ : £6,50 inc VAT arud postage) Prices on Application 



LIST! HO PATCH (o^n ot ruiecO Mc*d par boi 


Boxed 


1-4 boxes 


5-9 boxtis 


10 -boxes 




ii" x a'v 

irx9V 


1 PT 60 gsm 
1 PT 60 gsm 
1 PT 70 gsfli 


2000 
2000 
2000 


9.45 
1005 
11.40 


8.85 
9:40 
10.70 


355 
9,10 
10.35 


b&lln-g Pipv prk« i*» 
•X6. VAT, Dtltairy lr« 
within IS mile radiua pf 
Brerrtwood. 




3PT NCR 


1000 


15.40 


14.40 


13.95 


Carriage at cost outwdfl 
ttin. am. 


1TX14V/ 


1PT eOqsrn 


2000 


13.80 


12,90 


12.50 



PRINTER OFFER - MT8Q+ Matrix Printer lOOcp.s. RRP C217 +■ VAT OUR PRICE £217 inc. VAT & carnage 



QARWOQP'i STATIQWIRV CATALOGUE - Full colour 224 pages - £1.75 inc postage 



VESA 




Garwood (Wholesale} Limited 

45 Plows Mead, Wyatts Green, Essex CM15 OPS S Blackmore {D277J 823747 



ES 



,V.v. v.\. 




Masterfile 464 



A LANDMARK ... WITHOUT QUESTION THE BEST 
DATABASE I HAVE EVER SEEN", Tony Kendle, 
Popular Computing Weekly, Prices: £24,95 (tape) 
£29.95 (disc). See larger ad elsewhere in this issue. 

Only avalJdDle from Campbell Systems: 
MASTERFILE PROG-RAM EXTENSIONS (MPX): Use 

this to augment your MASTERFILE 464 to export 
data to other programs- such as TASWORD. With 
MPX you can also write your own Basic to process 
the file In just about any way, even create a new 
file, or merge two files. What started as a filing 
system can now become a 
complete processing system. MPX 
comes on tape only r but Is easily 
transferred to disc, and is E9.95. 



All our programs run equally well on 
CPC464 or CPC664. 

Ptle*s irx;lLKte VAT and P&P anywtwB within 
Europe. Send your Oftier to fie address b&ow 
wWh payment matte out to*CAMPB£LL SYSTEMS' 
Of telephone us with your Access or 
Barclaycard nun-toe*, 



We are pleased to announce: MASTER-CALC 

This spread-sheet program offers 3000 cells, 
variable/mixed column widths, split windows, high 
precision, unique formula handling, and graphic 
histograms, Totally machine-coded, MASTER-CALC 
is fast and powerful. It has a 40-page manual 
Look out for the reviews — the pundits predict □ 
smash hit with this program. AMSOFT will be 
publishing MASTER-CALC birt you can obtain rt 
now from us. Price £24.95 £tape), 
£29,95 (dfscj, 




VtSA 



CAMPBELL SOFTWARE DESIGN Ltd (Dept AU) 

57 Trap's Hill Loughton Essex IG10 1TD 
Tel: 01-508 5058 




* HARDWARE PRODUCTS from NORTHERN COMPUTERS • 

* * 

* Northern Computers Ltd supply & service AMSTRAD, Apple, Apricot, BBC and IBM computer systems & peripherals * 



THE AMSTRAD CPC 464 COMPUTER IN EDUCATION 

British d&sicjll&d ^ Outstanding hardware features include: 

64K RAM memory, 32K ROM containing a high speed 
standard BASIC and the operating system, high 
quality Cwerty Keyboard with numeric keypad, built- 
in datacorder, high resolution graphics, 27 colours, SO 
column text, 3 channel sound with stereo output and 
volume control user port, parallel printer interface. 

* AMSTRAD disc drive system features include: 
*CP/M version 2.3, Dr Logo and AMSDOS which up- 
loads AMSOFT cassette programs to disc. 

THE AMSTRAD EDUCATION 
SCHEME OFFERS: 

{for bona fide education & training establishments only) 

■O- Substantial educational discounts, 
■fr 1 year FREE hardware service contract. 
^ Educational software lists for schools. 
Languages, utility, business and application 
software lists for higher education and training 
schemes. * 

* Future product information. 
|* Network development information. 

AMSTRAD *S EXCLUSIVE * 12 FREE aoXtmm cassettes - 

educational distributors: Tel: Frodsham ( 0928) 35700 dou***) 




northern 



computers ; 



Northern Computers Ltd., Churchfield Road, Frodsham, Cheshire WA6 6RD. 
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HUNCHBACK II 
KONG STRIKES BACK 
DALEY THOMPSONS DECATHLON 



Ocean Software is available from selected branches of: 

WOOiWORm, WH SMITH f (^)*/£$mMM. LASKYS, Rumbelows. € 

Spectrum Shops and all good software dealers. Trade enquiries welcome. 



Amstrad CPC464 



Speech Synthesize! 



The dk'tronics Amstrad speech synthesizer and powerful stereo amplifier uses the popular SLO/256 speech chip and 
has an almost infinite vocabulary. It is supplied with a text to speech converter for ease of speech output creation 
Everything you wish to be spoken Is entered in normal English, without special control codes or characters, it is there- 
fore extremely easy to use, The voicing of the words is completely user transparent and the computer can carry on its 
normal running of a program while the speech chip is talking. The speech output from SLO/256 is mono and directed to 
both speakers. 

Stereo Output 

To utilise the Amstrad stereo output on the back 
of the computer, the interface has a built in stereo 
amplifier, this gives all sound output a totally new 
di mension and greatly improves the sound quality 
and volume over the computer's internal speaker. 
Any sound that previously came out of the mono 
speaker will now be sent out via the interface in 
stereo. All programs that use the sound in anyway 
(i.e. commercial software) will now output 
th rough the interface which is fitted with volume 
and balance controls . 

Speech Synthesis 

The Amstrad speech synthesis utilises parts of the 
spoken word known as a I lop hones. These are 
actual sounds that go to make up speech. The 
SP0256 allophone speech synthesis technique 
provides the ability to synthesize an almost un- 
limited vocabulary, Fifty -nine discrete speech 
sounds (allophones) and five pauses are stored in 
the speech chip's internal rom. 

Text to Speech 

Although there are only 26 letters in the alphabet, letters 
have a totally different sound when used in different words- 
For example. The 'V 1 in 4 Hay P is much longer and softer 
than in "Hat* . When you speak you automatically make 
adjustments because you know just how a word should sound 
Not quite so easy with a computer. 

The machine code software is mainly developed to this mode 

of operation. 3.5K is used for tables which contain the rules 

& exceptions to the rules of the English Language, 
e g , I before E except after C) This therefore allows the user 
to enter words to be spoken in normal English. 





Supplied with the Speech Synthesizer are two high quality 4 W 
speakers these have been designed to compliment the Amstrad 
Computer. They are fitted with 1 metre of cable and can be 
positioned for the best stereo effect The synthesizer inter- 
face fits neatly on to the rear of the computer. It has a 
th rough connector to enable other interfaces (e.g. Disc Drive) 
to connect to the rear of the synthesizer for ease of expansion 
Please send S,A,E, for a copy of the instruction manual 
which will give full and comprehensive details. 





OI1KS 



Saffron Walden, Essex CBll 3AQ 
Tel: (0799) 26350 10 lines 



New Basic Commands 

There are 8 new Basic Commands which control all the 
functions of the interface. Making the Synthesizer very easy 
to use. You can even control the speed at which Et will talk 
to you. Or use the synthesizer to create sound effects like 
a fourth sound channel. 

10 PRINT li 'AMSTRAD' " 

The above is an example of the Syntax for entering speech 
into the computer and shows how simple it is to use. 

The instruction book gives comprehensive details and 
examples of how to use the interface both from machine 
code and basic. 

How to Order $ 

The Amstrad Speech Synthesizer costs only £39.95. You can 
obtain your syn the size r thro ugh any good computer store or 
by completing the order form and returning it to: 
dk'tronics Limited, Shire Hill p Saffron Walden, Essex. OR 
by telephone quoting your barclaycard or access number. 
Orders normally despatched within 24 hours. 
Please rush m^"^^^^^^^^^^^^^™ 



, r + TQTY] Amstrad Speech Synthesizer at £39,95 +£125 p&p 

I enclose cheque /PO /Cash for Total £, ( „ 
or debit my Access /Barclaycard No, 

I 



[ i i i i 



4 h ■ 4 i- a 4- r a 1 ran ran ran ran an ran rat 



Signature r . 

Name , „ 
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